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Our intrepid reporter goes behind the scenes 
once again to detail the war stories behind Exodus. 
by Michael G. Ryan 


Duelist columnist, editor, and card-talent scout 
picks the good, the bad, and the ugly from Exodus. 
by Robert Hahn 


illustrated by Exodus cards. by Scott McGough 


Hercules goes from the small screen to smaller cardstock in the newest 
ARC System trading card game. by Teeuwynn 


clinic; BethMo cleans up some rules; plus Regionals reports, 
Key Plays, and deck lists; and Insider Trading. 


COLUMNS AND STRATEGY 


by Melody Alder by Mark Rosewater 


Burn, baby, burn! Melody explores the Enter the Puzzling! Two new puzzles 
finesse of fire. exclusive to The Duelist. 

by Beth Moursund by Richard Garfield 

Donais Five-Color Blue, the latest in Pheldagriff explains the development of 


a long line of classic control decks. 


by Robert 8. Hahn 
“The Art of Magic: Part Four” turns 
its attention to the delicate art of 

defense. 


by Eric Tam 
During crunch time, these 
tips can help determine the final 
five cards in your deck. 
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82 A Slither Before Dawn 


by Wolfgan ig Baur 
Our resident L5R expert looks at 
how those sneaky snakes go dancin. 
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roll into your quadrant. 
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y._ Suit up for a whole new 
BattleTech. 
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MARK MY WORDS 


It turned out my date was stuck 
at work and showed 

up a half-hour late. 
During that time I read 
Duelist #1 from cover to 
cover. Included within 
that first issue: the his- 
tory of the Arabian Nights 
expansion; a five player 


Magic variant; strategy on 
how to use Circles of Pro- 
tection; interviews with 
both Richard Garfield and 
Anson Maddocks; the first 
“What's New” cartoon and 
“Lost in the Shuffle” column; 
the first Magic FAQ; “Mr. 
Pling” and “Ask Toad”; a 
recap of the final game of the first big 
Magic tournament; and a full-page 
advertisement for Magic’s first serialized 
graphic novel, “Mezlok’s Challenge.” 

After tearing through those 50 pages, 
I had two thoughts. First, I was amazed 
at how much depth Magic had to 
offer—the first issue explored myriad 
facets of the game. I realized for the first 
time the true magnitude of the quality I 
would later learn to call the metagame. 
Second, I felt the magazine could be 
improved. It seemed geared toward 
beginners and lacked some of the sub- 
stance more advanced players might 
enjoy. 

Tm not sure what made me send in 
my proposal for a Duelist puzzle column, 
but that simple letter changed my life. 


From puzzle writer to contributing 
writer to content reviewer to contribut- 
ing editor to editor in chief, I (along with 
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The Way We Were 


REMEMBER THE DAY I picked up my first Duelist. It was January of 1994 and 


Wizards of the Coast had been promising the magazine for a few months. I was 
heavily hooked on Magic by this point, and was eager for any content on my new 
favorite game. My local game store called to tell me the first issue was in and I 


stopped on my way to a date to pick it up. 


an excellent staff) have spent a 
lot of time trying to continually 
improve The Duelist. 

This is a difficult task 
because the breadth of Magic 
requires a significant amount 
of content juggling. Strategy, 
rules, story, orga- 
nized play, behind- 
the-scenes 
information, humor— 
everyone enjoys differ- 
ent aspects of Magic, 
and The Duelist works 
hard to keep a healthy 
balance. 

One of my first acts as 
editor in chief was to start 
a new column called 
“Enlightened Tutor.” I enjoyed Robert 
Hahn's commentary on the Web and was 
excited to give him a soapbox to share his 
views on Magic. It is with great pride 
that I announce The Duelist has hired 
Robert as assistant editor in chief. 

My desire to improve The Duelist has 
not changed. Every issue is an opportu- 
nity to make the magazine better. I 
believe Robert will be instrumental in 
helping us take the next big step in The 
Duelists evolution. I can't predict what 
exciting changes will happen in the next 
few years, but I know that as far as we 
have come, The Duelist still holds 
immense untapped potential. 


OW gk Bones 


MARK ROSEWATER 
Editor in Chief 
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From Jim Lee’s Ce23°® world 
comes the Uprising™ series 
of game cards. 


e New players should pick up 
the forty-card Uprising decks 
to quickly learn the game. 


e Ce®3 players can expand 
their collections with the twelve- 
card Uprising booster packs. 


This limited-edition card series is 
illustrated by top artists including 
Jim Lee, Travis Charest, and Jae 
Lee. Issues #3-6 of WildStorm's Ce23 
comic series chronicle the action of the 
Uprising card series. 


Play it. Read it. 
Experience the phenomenon that is Ce#3. 


Available in August 


Customer service: (206) 624-0933 
www. wizards.com/Ce3 


Wizaros oF THE Coast, C®23, and Uprising are trademarks of Wizards of the Coast, Inc-WitpStorm is ™ and ©Aegis Entertainment, Inc., dba WildStorm Productions, 1998. Illustrations by Dave Johnson. ©1998 


Trading Card Bame 


Inc. © 1998 Westwood Studios, 


and Command & Conquer Tiberian Sun, and Westwood Studios are trademarks of, Westwood Studios 


n 


wt 
[o) 
ix 
= 
oO 
e 
o 
3 
Oo 
S 
5 
3 
o 
pa 
a 
5 
a2] 

aD 
o 
c 
o 
0 
c 
oO 
3) 

om 
e 
[o} 
Oo 
(2a) 
bo] 
(3 
G 
3 
a= 
fo] 
oO 


— ae : eae 


a 


rights reserved, www.westwood.com 


ABOUT OUR CONTRIBUTORS 


“Sexy Is Interesting” 
This issue’s cover features Terese Nielsen’s por- 
trayal of Gerrard after his devastating experi- 
ences in Rath. “I wanted to show a more real 
Gerrard,” she says, “not just a swashbuckler, 
but someone who's feeling the weight of 

is being responsible for the ship and her crew.” 


Her depiction of a scarred and weary Gerrard, who is nonethe- 
less still in control of the ship, perfectly mirrors the character’s — 
development as he begins to understand the scope of his des- 


tiny...and to accept it. 


To get “further into Gerrard” and bring out the “heaviness” 
inside him, Nielsen began the painting with acrylics, and 
then added a layer of oils to flesh out the concern and con- 
centration that occupy the windblown captain’s mind. The 


NIELSEN’S GERRAF 
Even in her original sketch, he’s 
not just a swashbuckler anymore. 


sketch and the final image were both described as “sexy” by Duelist staffers, but as Nielsen 
says, “Sexy is interesting. I try to make both men and women appealing in that way.” 

The artist further notes that many of her female images are described as sexy when her 
main intention is to make them appear strong. She is both amused and gratified that her 
notion of a strong male figure elicits the same reaction while raising a few eyebrows in the 


(so far) male-dominated world of gaming. 


This subtle portrayal of Gerrard demonstrates not only Nielsen's firm grasp of the character, 
but also the role of the visual artist in fully realizing a character’s presence in a complex narrative. 


The Law of Magic 

Robert Hahn first encountered Magic in 
the MIS department of a New York City 
investment bank where he worked after col- 
lege. He read an article in a techni- 

cal journal about how this new 

game was all the rage in the 

Microsoft cafeteria. Two years 

later, while studying at the NYU 

School of Law, he was looking for 

a quick, portable game he could 

play during study breaks when he 

saw a Revised starter at an Elec- 

tronics Boutique. The fact that it resembled 
a box of cigarettes should have forewarned 
him about the addictive nature of the game. 
He soon discovered that Magic was neither 
quick nor portable, but it was too late—he 
was hooked. 

In short order, Robert took his knowl- 
edge of the game and an analytical mind— 
sharpened by an undergraduate degree in 
philosophy as well as legal training—onto 
the Internet. After discussing advanced 
Magic strategy over email with Frank 
Kusumoto, Frank convinced Robert to 
write what would become Schools of Magic 
and to post it on what was then 
<rec.games.deckmaster>. 
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After time pressures eventually forced 
Robert to give up maintaining Schools of 
Magic (prompting Frank Kusumoto to cre- 

ate The Magic Dojo, as a replace- 
ment of sorts) he started writing for 
The Duelist in July 1996 with an 
article on Necropotence. He was 
soon brought on as our “Enlight- 
ened Tutor” to discuss high-level 
strategy and the metagame. 
Robert graduated from the 
NYU School of Law in 1997 and 
passed the New York Bar in 1998; the 
obvious career move at that point was to 
come work for The Duelist full-time. He 
claims he took the position because he 
spent more time on Magic than law, but 
rumors abound that he is a partner of the 
first law firm devoted solely to Magic- 
related litigation. 


COMING SOON 


> Chicken scratchings > Pro Tour player David 
about Magic: The Price provides some 
Gathering—Unglued insight into his aggres- 


Crovax has a date sive tendencies 

with an angel in Delving into Doom- 
Robert King’s “Born town and the Doom- 
to Greatness” town FAQ 


ISSUE 29 ON SALE JULY 27 


The most anticipated RPG of the year. 


In the FORGOTTEN REALMS ®, we've lived through foul pestilence, vicious battles, exorbitant taxes, 
and even the occasional dragon. But when HE showed up, things really started getting ugly. 


Prepare to be immersed into a world of intrigue and mystery on a perilous quest to rescue a storied 
land from impending war. Even your own soul is at stake as you and a party of adventurers become 
entangled in a dangerous riddle of betrayed alliances, dark prophecies and murder. 


Will you become the unlikely hero of the story, or merely another of its unfortunate casualties? 
Before you answer, the.big guy here might have something to say about it. 


Explore an immense, 
intricate game world - from 
~~ cloud-covered mountains & 
rain drenched plains to dark 
catacombs & abandoned temples - 
all meticulously rendered in lush, 
16-bit SVGA graphics. 


Invoke more than roo spells 
~ Freeze enemies with an icy 
blast from a Cone of Cold, or 
incinerate them with a searing 
stream of magical flame. 


Push your leadership skills 
to the limit as you guide a 
party of up to six characters, 
each with a personality that affects 


gameplay. 


teamwork in your next battle. 


Create your character from 
six ADKD® races and 26 
different classes and subclasses. You control every attribute, down to 
skin and hair color, weapons, and armor ~ all accurately depicted on-screen. 


Advanced 


BY GAMERS. FOR GAMERS.™ uy. Dungéons&Dragons® 
www.interplay.com 


©1998 BioWare Corp. Alll rights reserved. BALDUR'S GATE, FORGOTTEN REALMS, the FORGOTTEN REALMS logo, ADVANCED DUNGEONS & DRAGONS, AD&D. 
the AD&D logo and the TSR logo are trademarks of TSR, Inc., a subsidiary of Wizards of the Coast, Inc., and are used by Interplay under license. interplay, the 
Interplay logo and “By Gamers. For Gamers.” are trademarks of Interplay Productions. All rights reserved, The BioWare logo is the trademark of BioWare Corp. All rights 
reserved. Exclusively licensed and distributed by Interplay Productions. All other copyrights and trademarks are the property of their respective owners. 


LETTERS 


If you want to discuss The Duelist with other readers, join the Duelist email discus- 


sion list (duelist-l). For more information about the list, see the Magic resources 
page on the Wizards website: <www.wizards.com/Magic{MTG_Resources.html>. 


“How the Web was Won” 
[Duelist #26, p.60] John Chin- 
nock points out that to visit the 
IRC you need to download 
“mIRC,” forgetting again that 
this is a Windows-only appli- 
cation. Macintosh users will 


| We Forgot to Think 
Different 
To Whom It May Concern, 

7 was very pleased to see your 
5 coverage of the Internet in 
Duelist #26. However, I feel 
compelled to point out a few 
need to search for and down- 
load a program called “Ircle.” 
Finally, Mr. Gilson briefly 


mentions a website where one 


inaccuracies. In the article 


can download the Apprentice 
program (a very popular appli- 
cation for playing Magic on 
the Net). Guess what? That, 
too, is Windows-only. Unfor- 
tunately, there is not yet a Mac 
version of this program, but 
Tm told that there is one in the 
works. Email <apprentice@ 
planeswalker.com> for more 
information. 

Thanks for your time, and 
congratulations on issue #26— 
one of your best issues yet. 

STEVE BLUM 

Lancaster, California 


entries. Post 
_is July 22,1 
the ae 
‘thls o. 


‘THE REAL TRAGEDY ts that 
most of the office here runs on 
Macs. Now I suppose I'll have to 
go apologize to Mr. Jobs. 


Those Phyrexians 
Think They’re So Big 
“Virtual Toolbox” [Duelist #26, Hey, Im Pondering, 
p. 54] Frank Gilson makes note 
of a few Magic database pro- 


grams, but fails to mention that 


was making a new 
deck today and I 


discovered a fallacy 


“— 
| 
iL 


in a Visions card. 
You know Phyrex- 
ian Walker? The 


flavor text reads 


these programs are Windows- 
only. For the Macintosh version, 
point your browser to <http:// 
members.aol.com/troubador/ 


Web/companion.html>. In as follows: 


have coy 
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‘T have heard terrible tales of 
black rains, ashen fields, and 
metal that screams. I have con- 
soled myself that the tales were a 
myth of some fevered mind. But 
today I saw a walker—and 
now I fear the truth.” 

—Kasib Ibn Naji, Letters 

The card features a picture 
(by Bryan Talbot) of a walker 
looking as terrifying as any- 
thing, but you know what? 
It’s a 0/3 creature! Now how 
can a walker that can’t inflict 
damage have a rock-thrash- 
ing picture like that, and have 


A Man for All Seasons 
People at Wizards of the Coast, 
¥’m not really a new player. I’ve 


been playing for two years, 
and I love the game. Everyone I 
know says I’m a Magic expert/ 
professional/veteran. I know 
every rule and they always come 
to me with questions. I’m not 
one that brags about being 
good, because I don’t have to— 
I let my playing speak for me. I 
have never played in any tour- 
naments because there are none 
near me. I live in Front Royal, 
Virginia. My name is Bruce 


“1 always thought these letters 
were faked until...’ 


all of those “black rains” and 

“ashen fields”? An Emerald 

Dragonfly could do more 

damage! The flavor text is 

good, really good, but it 

doesn’t fit the picture. 

J. Francius Lamour 
Wheaton, 

Maryland 


THAT PHYREXIAN 
Walker has a very, 
very good agent. 


oh fa eh na bac 


Mana Contest Winner 
(Duelist #25) 


hails from Bossier City, 
Louisiana, and he used 


Atten-HUT! Sgt. Dean Majka 


Comments? Questions? 
Send your thoughts to 
“Letters,” clo The Duelist, 
P.0. Box 707, Renton, WA 


98057-0707, or to 
<duelist @wizards.com>. 


Please include your name, address, 
and phone number for verification 
purposes. Letters may be edited 
for length and clarity. 


BROM 


Harrell. I'm 17 years old and a 
Magic freak. I love playing. My 
friends even like playing with 
me even though I usually win. I 
sometimes play [badly] and give 
them a chance. If anyone over 
there wants to come to my town 
we can get a game going. If 
Richard Garfield or anyone else 
wants to play, I wouldn't mind 
losing to some real pros. 

Loyal Magic Player, 

BRUCE HARRELL 

Front Royal, Virginia 


top-secret military expertise 


to locate that elusive mana 
symbol on page 100. Chalk up 
one more box of Stronghold. 
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age 
rhe portal is Open, but not for 
long! Anyone who wants to escape 
from Rath had better hop aboard the 
Weatherlight before it hurtles through. 


As usual, you've got a million last-minute 
things to do before you can leave. For one 
thing, you must find some clean underwear. 


And then there's the matter of passing 


squee's damnable entrance exam... 


Before we depart Rath, prove your knowledge 
of the Magic: The Gathering-Exodus ~ 
expansion by correctly answering the following 
questions for a chance to win some great 


iM 
collector's 


prizes, including a Rath Cycle 
package! You can find all the answers 
throughout this issue of The Duelist. Don't 


be left behind-start flipping those pages! 


Oh, and don't forget your toothbrush. 


Contest Rules 


No purchase required. Mail entries to the Exodus “All Aboard” Contest, Wizards of the Coast, Inc., P.0. Box 707, Renton, 
WA 98057-0707, U.S.A. No mechanical reproductions of completed forms will be accepted, but you may photocopy the 
entry form hefore filling it-out. All entries must be received on or before August 15, 1998. Winners will be selected at 
rondom from among all correct ond eligible entries by Wizards of the Coast ("Wizards"), at the offices in Renton, 
Washington, on-or about September 1, 1998, and notified by mail within approximately thirty days of drawing. Entries 
will not be acknowledged, will become exclusive property of Wizards, and will not be returned. 


Odds of winning depend on total number of eligible entries received. Grand Prize (1): One display box each of Tempest, 
Stronghold, and Exodus booster packs; all twelve Tempest, Stronghold, and Exodus preconstructed decks; Rath and Storm 
fiction anthology; and one Magic: The Gathering poker deck (approximate refail value $475.00 US). First Prize (5): 
One display box of Exodus booster packs; all four Exodus preconstructed decks; Rath and Storm fiction anthology; and 
one Magic: The Gathering poker deck (approximate retail value $185.00 US). Second Prize {10): Ten Exodus booster 
packs; one Exodus preconstructed deck: Rath and Storm fiction anthology; and one Magic: The Gathering poker deck 
(approximate retail value $60.00 US), Prizes are not exchangeable, transferable, or redeemable for cash. No substitu- 
tions of prizes will be allowed should featured prize(s) become unavailable, except at option of Wizards. Applicable 
toxes and fees are responsibility of winners. Noncompliance of time parameters or return of any prize or prize notifica- 
tion as undeliverable will result in disqualification. 


Contest open only to residents of the United States {except Rhode Island) and Canada (except Quebec). Contest not open 
to Wizards employees or their family members or affiliates. Contest is subject to national, federal, state, local, and 
provincial regulations and is void where prohibited or otherwise restricted by law. Winner's entry and acceptance of prize 
constitutes acknowledgment of the following: permission for Wizards to use, without payment, winner's name, photo- 
graph, or other likeness for purposes of advertising and/or promotions; that Wizards has not made, nor is Wizards in 
any manner linble for, any warranty, representation, or guarantee express or implied, in fact or in law, relative to any 
prize; a warranty that material contained in entry. is original, public domain, Wizards-owned, or used with the unlimited 
consent of the owner and that it does not infringe on thie rights of any other person or entity; an agreement to fully 
indemnify Wizards for all claims arising out of o breach of this warranty; and o full, unlimited, exclusive transfer of any 
nd all rights in entry. To receive prize, winner may be required to sign waiver and release. Wizards is not responsible 
for illegible, incomplete, late, misdirected, lost, or postage-due entries. Wizards’ decision is final with respect to all 
matters relating fo this contest. 

For names of prize winners, send self-addressed, stamped envelope to Exodus “All Aboard” Winners, Wizards of the 
Const, Inc, PO. Box 707, Renton, WA 98057-0707, U.S.A. 

Wizaros oF THe Coast, Magic: The Gathering, Tit Rati Cyc, Antiquities, Tempest, Stronghold, Exodus, and The Duelist ore 
trademarks of Wizards of the Coast, Inc, Illustration by Poolo Parente. ©1998 Wizards of the Coast, Inc. 


Rath Cycle Collector's Grand Prize Package (1) 
One display box each of Tempest, Stronghold™, and Exodus boosters 
All twelve Tempest, Stronghold, and Exodus preconstructed decks _.. 
Rath and Storm fiction anthology 
Poker deck featuring Magic: The Gathering® artwork 


First Prize (5) 
One display box of Exodus boosters 2 
All four Exodus preconstructed decks Second Prize (10) 
Rath and Storm fiction anthology 


Magic: The Gathering poker deck 


Ten Exodus booster packs 
One Exodus preconstructed deck 
Rath and Storm fiction anthology 


Magic: The Gathering poker deck 


. Included in Exodus is a common white card that’s almost 
identical to an artifact first printed in Antiguities™ 
Select the correct pair from the following: 
a. Memory Crystal (Exodus), Jandor’s Ring (Antiquities) 
b. Wayward Soul (Exodus), Sinbad (Antiquities) 


Questions c. Standing Troops (Exodus), Yotian Soldier (Antiquities) 
1. What was the R&D codename for the Exodus card set? d. Welkin Hawk (Exodus), Ornithopter (Antiquities) 
a. Egress c. Exodus 
b. Gorgonzola d. Pesto Primo 7. While Gerrard is in the stronghold, who’s in charge of the 
Weatherlight? 
2. Which two characters are depicted on Curiosity? a. Orim c. Mark Rosewater 
a. Crovax and Mirri c. Stiller and Meara b. Hanna d. Squee 
; b. Gerrard and Squee d. Hanna and Mirri 
| 8. What’s the flavor text on Robe of Mirrors? 
3. What’s the name of the city beneath Volrath’s stronghold? a. “Does this make me look fat?” 
a. City of Rejects c. City of the Damned b. “Each garment should reflect the splendor of he who 
b. City of Citizens d. City of Traitors wears it.”-Volrath 
c. Gaze into the robe and it also gazes into you. 
/ 4. Exodus contains a rare cycle of enchantments (i.e., one for d. “It never would have shattered if Squee hadn’t put it on 
each color). What word appears in all five card titles? inside-out.” -Ertai 
a. Gift c. [Expletive deleted] 
b. Oath d. Song 9. Who was the lead designer for Exodus? 
a. Brady Dommermuth c. Alan Smithee 
5. Who plans to escape through the portal with the Weatherlight? b. Richard Garfield d. William Jockusch 
a. Eladamri, Lord of Leaves c. The Soltari \ 
b. Mogg Assassin d. Greven i/-Vec 10. Which of the following characters is quoted most often in 
Exodus flavor text? 


| Si @ ‘ Via } NSSG c a. Lyna c. Crovax 
é oe b. Eladamri, Lord of Leaves — d. Vhati #/-Dal 


il this form to: Name: 
Exodus “All Aboard” Gontest : : : 
Wizards of the Coast Address: 
| BO. Box 707 
Renton, WA 98057-0707 ; Ce 


Postal code: 


Email address: 


: mm/dd/yy 


A hunter from the ae Llanowar. 


A loyal ally of the Legacy. Now Mirri 
is tested as a dire threat rises from 

a fallen friend. There are no right 
answers, as she is drawn into a battle 


that only one will survive. 


Summon Legend A 140-card set with powerful creatures and potent spells. Exodus” marks the end of 


First strike; forestwalk The Rath Cycle” storyline, and for the crew of Weatherlight”, nothing will ever be the same. 
Attacking does not cause 


Mirri to tap. 


Look for Exodus preconstructed decks and 15-card booster packs in your stores now. 


Available Now 
IG ee Customer Service: (206) 624-0933 
The Gathering” PERT www.wizards.com/Magic 


Portal Second 
a Gateway 


acking players in your area and need 

an easy way to teach Magic? Always 

wanted to teach your parents, but 

Magic was just too much for them? 

Looking for great new art for some of 

your favorite cards? Portal Second Age 
is for you. The popularity of Magic has 
sparked the creativity and ingenuity behind 
Portal Second Age, the next starter-level 
Magic product specifically designed to intro- 
duce new players to the worldwide phenome- 
non of trading card games. 

Highlighted by a remarkable mix of fan- 
tasy and science fiction card art (think gob- 
lins with guns), Portal Second Age coaches 
novice Magic players on basic game strate- 
gies and rules. It comes with easy to under- 
stand, step-by-step instructions that guide 
players through the normal progression of an 
average Magic game. 

The gateway to Magic, which is currently 
published in nine languages and sold in more 


Age Opens 


than 52 countries, Portal Second 
Age opens the game to a new 
millennium of game players. 
Portal Second Age was developed by 
Richard Garfield, the award-winning 
game designer, mathematician, and 
original Magic creator. The game is 
portable, all-inclusive, and ready to 
play for two players. 

“Portal Second Age is the ideal introduc- 
tion to the world of Magic, which has 
attracted more than five million players 
internationally,” said Shirley Carlson, brand 
manager, Magic: The Gathering Product 
Group. “The cards have great aesthetic appeal 
and come with straightforward instructions 
to ease even the most apprehensive of new 
game players through play. With Portal 
Second Age anyone can enjoy the excitement 
of Magic.” 

In addition, Portal Second Age features 
new art set amidst the backdrop of a forgot- 
ten island where Thran technology mixes 
with human ingenuity and demi-human mag- 
ics to produce some very interesting effects. 


Some of your favorite Magic cards are 
also represented in this strange new world, 
including Armageddon, Archangel, Air Elemen- 
tal, Undo, Coercion, Raise Dead, Earthquake, 
Relentless Assault, Hurricane, Nature’s Lore, 
and a new set of basic lands. 

The Portal Second Age game for two play- 
ers contains two ready-to-play 30-card 
decks, two playmats, a 15-card booster pack, 
a play guide, and complete rules, at a sug- 
gested retail price of $8.99. Portal Second 
Age can be purchased through hobby, game, 
book, music, and toy stores and is also avail- 
able in booster packs and a gift box as well 
as five preconstructed decks designed to help 
experienced Portal players make the transi- 
tion to advanced Magic products. 


Wizards of the Coast 


Customers can even check 


and tournaments. pany’s goal of making games 


at a Crossroads 
In August 1997, the Wizards 
Game Center brought 
together the first-ever 
Wizards of the Coast retail 
store with a huge arcade, 
beautiful tournament and 
free-play area, and a state-of- 
the-art computer game net- 
work. On May 18, Wizards 
opened a second retail and 
play facility in a 1,780- 
square-foot site, located in 
Crossroads Shopping Center 
in the Puget Sound area. 
The play area of the Cross- 
roads retail site will feature a 
ten-computer, local-area net- 
work, as well as space to play 
non-computer games of 
many types, including chess 
and trading card games. 


out games to play during 
store hours. In addition, 


the new site will host a num- 
ber of organized play events 


“Wizards of the Coast is 
planning to open several 
retail game stores in the 
region to promote the com- 


as big as the movies,” said 
Karin Kriznik, director of 
site-based marketing and 
events for Wizards of the 
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Wizards News 


Coast. “Each retail site will 
be unique, but all will be 
designed to reach out to 
people who enjoy playing 
games and interacting with 
others who have similar 
interests.” 


Get Ready to Shake ’n’ 
Bake as RoboRally 
Goes Radioactive 

The Radioactive expansion 
for the RoboRally board 
game introduces three new 
game boards for use with the 
original game—Shake ’n’ 
Bake, Pinwheel, and Reactor 
Core—featuring one-way 


walls, radioactive waste, and 


radiation elements designed 
to challenge Twonky and his 
robot friends. 

Shake ’n’ Bake provides 
players with a maze of 


conveyor belts and one-way 
walls that move robots 
toward the center of the 
board—where four flamers 
await the unwary. On Pin- 
wheel, robots are steered off 
the board’s sides, tempting 
players to use portals; but 
the portals are located near 
radioactive waste sur- 
rounded by a haze of radia- 
tion. The Reactor Core 
board is almost entirely 
consumed with radiation 
and radioactive waste, ele- 
ments that can lead to robot 
mutations. 

Originally published in 
1994, RoboRally was the 
first major science fic- 
tion release from Wiz- 
ards of the Coast. 
Designed before Magic 
by Richard Garfield, 
the board game gives 
players control (most 
of the time) of robot 

workers in a deadly 
game of capture the 
flag on the floors of 
the nastiest factory 
in the history of 
humankind (or robotkind, 
for that matter). 

The RoboRally World 
Championship is scheduled 
for July 4, 1998, at the Ori- 
gins ’98 International Game 


Expo & Fair in Columbus, 
Ohio. Visit the Wizards of 
the Coast website for infor- 
mation. 


Star Trek: The Next 
Generation® Voyages 
into Amazing Stories 
Wizards has reached an 
agreement with 

Viacom Con- 
sumer Products, 
the licensing 
division of Para- 
mount Pictures, 


to feature cover a= 


art and origi- 
nal short sto- 
ries from the 


legendary pie be ag 
Star Trek: 0 Gartner 
The Next 

Generation 

in the pre- 


miere issue of the AMAZING 
Stories relaunch. 

The cover of July’s 
premiere issue will feature 
an illustration of the USS 
Enterprise D by Hugo-win- 
ning artist Bob Eggleton. 
In addition, two Star Trek: 
The Next Generation short 
stories will be featured: 
“Last Words,” by New York 
Times bestselling novelist 
A.C. Crispin, and “On 
the Scent of Trouble,” by 


NEW Fig; 710} 
NS; 
TAR TREK: THE NExr GE 
NERATIO; 
IN 


veteran Star Trek author 
John Betancourt. 

Other contributions to 
the first issue include fiction 
by Hugo award winner Ben 
Bova and current Hugo and 
Nebula awards nominee 
James Alan Gardner, and 
unique commentary from 
Bruce Sterling, author of the 
Hugo-winning short 
story 
“Bicycle 


fans will also 
be the first 
to preview an 
xcerpt from 
two-time 
Hugo and 
Nebula award 
winner Orson 

’ cott Card’s 
novel “Heartfire.” 

The premiere issue will 
also cover many fascinating 
facets of AMAZING'’s 72-year 
history, along with reviews 
of science fiction books, 
films, and electronic 
games. AMAZING Stories 
will be available at most 
mass-market retail outlets 
as well as book, hobby, 
game, and science fiction 
specialty stores. 


Ante Matter 


by Erik Andresen 


KEEP VOMITING ON YOUR 
OPPONENT'S BLACK LOTUS. 


OH, 'M SORRY. YoU WANT 
Me To LICK THAT OFF FoR You? 


CONTINUOUSLY RUN 
HYPOTHETICAL SCENARIOS. 


You KNow, IF | HAD A 


PLAY WiTH ALL FOREIGN 
CARDS AND SPEAK ONLY 
IN FOREIGN LANGUAGES. 


Rima! C 


Si 
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WaT Maw? 


Where Are They Now? 


by Phil Foglio 


MAGIC MADE ITS FIRST APPEARANCE OVER FIVE YEARS AGO, AND SIE 
THEN, NUMEROUS EXPANSIONS WITH THOUSAKMDS OF NEW CARDS 


HAVE BEEN RELEASED 


UTHDEN TROLL 
AFTER A LONG RUN 
PLAVING COMEDY 
CLUBS, UT, NOW 
PLAYS A FERENGI 

ON STAR TREK - 

DEEP SPACE NINE. 


Z DON'T BELIEVE A 
POKER DECK [S 
SUPPOSED Ta HAVE AN 


Naw A PROFESSOR OF 
EARTH SCIENCES AT OREGON) 
STATE UNIVERSITY. 


DuE Ta THE 
P OPENING OF 
DEER HUNTING 
SEASON, TODAY'S 
FIELD TRIP HAS BEEN 


WENT ONTO FAME 
WITH HIS HEAVY 


RALLIES, WHERE, AS A FINALE, 
HE EATS AN S.ULV. 


BUT WHAT HAS HAPPENED TO THE ORIGINAL 
MAGIC CHARACTERS? SOME, LIKE THE HURLOON MINOTAUR, 
HAVE GONE ON To FAME, BUT WHAT ARUT SOME OF THE OTHERS? 


BENALISH HERO 


WHILE VACATIONING 
IN THE SOUTH SEAS, 


“tae, 


SHE WAS THEIR QUEENS, 

SHE IS CURRENTLY CONVERT ING- 

THEIR ISLAND FORTRESS INTO A RESORT. 
—<——y 


I ky 
T Jones! soMEONE PuT A 
a SHARK IN MY BATH! _ 
Wy RR REALLY, 


CUSTOMER 

SERVICE DEPT. OF 
WIZARDS OF THE 
COAST. 


MOUNTAIN WALK? OH YEAH - THAT 
MEANS IT RESISTS TRAMPLING. HUH? 
YES I'M SURE... WOULD I MAKE 
SOMETHING LIKE THAT UP? 
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Deluxe Edition Boosters: Premier Ecdition 
boosters can be hard to find these days. Fear not! This revised edition of 
the same core card set features clarified text & improved art for an even 


better game. BONUS: Actress Claudia Christian (‘Commander Ivanova’) 
will autograph 2000 cards for random insertion into Deluxe Edition boosters. 


Come meet Claudia at our GENCON booth # 941! 


BS CCG: The Shadows: Ther are forces in the 
universe far older and more dangerous than anything you might imagine. 
Now they're coming out of the Shadows! It’s survival of the fittest in this 
200 card limited edition expansion set. Now in stores while supplies last. 
BONUS: Actor Ed Wasser (Shadow Emissary “Morden”) has auto- 
graphed 2000 cards randomly inserted into “Shadows” booster packs! 


collect Game 


Series created by J. Michael Straczynski. 
TM & © 1998 Warner Bros. Game Design © 1998 Precedence. 


-.~—=s—iséPr HF ficial Guide BOOK: Tre 


norade Your Arsena: 


ultimate reference to B5 CCG cards, rules, and 
game play. This 200+ page book includes strategy 
tips, clarifications and official rulings on card play, 
killer combos, deck construction notes and the text 
of all cards through. “The Shadows” expansion 
(including all Deluxe Edition revisions). A must! 
BONUS: Includes exclusive B5 CCG game card. 


Meet 
Actress 
Claudia 
Christian. 
GENCON 
Booth # 941 
Milwaukee, 
WI, Aug. 6- 


/AMPIONSHIPS 
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This November, Decipher will host the 2nd 
annual Star Trek™ Customizable Card Game™ 


World Championships near US * 
headquarters in Virginia. With 
only 40 seats available, 
competition to qualify will 


be formidable. Decipher is sponsoring 

39 Star Trek CCG Regional and Open 
qualifying events, and one winner from 

each will receive an invitation to the 
finals. The fortieth seat goes to David 
Bowling, last year's World Champion. 


hy, 


This is the event of the year for all 
players of the Star Trek™ Customizable 
Card Game™. Will you be there? The chal- 
lenge is yours to face. 


To find out how you can be part of Decipher’s 
1998 World Championship, visit the Star Trek CCG 
World Championship area of the Decipher web site at: 
http://stworldchamps98.decipher.com or contact Marcus Certa 
(The Emissary) at 757-664-1155 or marcusc@decipher.com. 


TM, ® & © 1998 Decipher Inc. All Rights Reserved. Star Trek and All Related Elements TM & © 1998 Paramount Pictures. All Rights Reserved. 
Used under authorization by Decipher Inc. 


What’s 
inside 


21 DUELIST PICKS 
& TRICKS 


It takes cards to make cards 
in Exodus. 


22 ENTRA PULLED 


by Mark Rosewater 
The ultimate (and most 
expensive) Legend. 


24 DECK CLINIC 

by William Jockusch and Erik Lauer 
Tim’s Vacation ends abruptl 

in the clinic. 


26 MAGIC RULINGS 
& ERRATA 
by Beth “BethMo” Moursund 


BethMo does some spring cleaning 


on the rules. 


28 KEY PLAYS 


by Brian Weissman 
U.S. Regionals action heats up. 


28 CARD SPOTLIGHT 
by Will McDermott 

The spotlight shines on 
Bequeathal. 


30 INSIDER TRADING 


by Mark Rosewater 
What’s in a name and the decon- 
struction of “falling” cards. 


32 BANNED AND 
RESTRICTED LIST 


Two more cards join the list. 


82 TOURNAMENT NEWS 

by Monty Ashley 

A Regionals round-up, along with 
winners’ deck lists. 


xodus has the Weatherlight crew on the lam from Volrath. But the big flying ship 


is not the only thing leaving; you’ll find cards leaving your hand at an alarming 
rate because discarding cards from your hand to pay for effects plays a big 
part in the set. Never fear, Exodus also features many ways to regain lost card 


advantage through card drawing and graveyard manipulation. Here are a few combos 


that spend cards to gain card advantage. 


The long-awaited Rath 
Cycle Necro is here! An 


instant version 


of Necropo- 
tence, Necrolo- - 
gia enables you 
to pay X life to 
draw X cards dur- 
ing your discard 
phase. But what 
happens after you've 
spent all that mana, 
paid a bunch of life, and ended 
up with a fistful of land? That’s 
when you need a Mindless 
Automaton in your ranks. This 
critter eats cards for lunch and 
spits them back out after din- 
ner. By paying 1 and discard- 
ing a card of your choice, you 
can put a +1/+1 counter on the 
Automaton. If you then 
remove two counters 


you can draw 
a card. Even 
better, neither 
of these abilities 
taps the 
Automaton, so 
you can add and 
remove counters as 
long as your mana 
holds out or until 
you find the right 


card. It 
_ slices, it 
dices, and it 
cycles cards, 


If you want to cycle 
cards, look what 


master meets the Keeper. 
Mind Over Matter sports an 
illustration of Urza and a 
2 © @ @ © casting cost, but 
look what it gives you. By dis- 
carding a card of your choice, 
you can tap or untap a target 
creature, land, or artifact—and 
this is a continuous ability, so 
you can use it over and over 
again. Now, combine this 
with Keeper of the Mind, a 
1/2 creature that enables 
you to pay @ and tap to 
draw a card if your oppo- 
nent has at least two 
more cards 
) than you 
do. Discard- 
ing a card to 


Mind Over 
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hand so you can use the 
Keeper, plus it can untap the 
Keeper to repeat the process. 
At the end of your opponent’s 
turn you can cycle through 
part of your deck to find the 
card you need 

for your next 


Obviously, card advantage is 
important in Magic. But don’t 
forget you win the game by 
damaging your opponent. 
Stressing one of these concepts 
often comes at the expense of 
the other, but not with this 
combo. Curiosity is a blue 
creature enchantment that 
allows you to draw a card any- 
time the enchanted creature 
damages an opponent. Ogre 
Shaman is a 3/3 creature that 
enables you to pay 2 and dis- 
card a random card to deal 2 
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damage to a target creature or 
player. So every time you dis- 
card a card to have the 
Shaman damage your oppo- 
nent, Curiosity will replace 
that card with a new one. 
Since the Shaman doesn’t tap 
to deal its damage, you've 

got a gun with unlimited 
ammunition. Just add gun- 
powder...er...mana. 


Card advantage doesn’t just 
mean cards in hand. Having 
more creatures 
on the board 
than your 


opponent has definite advan- 
tages as well. But having a lot 
more huge creatures is even 
better. Take this combo, for 
example. Coat of Arms is a 5 
cost artifact that gives each 
creature +1/+1 for each other 
creature in play of the same 
creature type (so three Gob- 
lins would all gain +2/+2). 
Now how can you 
raise an army of 
Goblins in a hurry? 
Why, Mogg Infesta- 


tion of course. This 


Stronghold sorcery will 
destroy all of a player’s 
creatures and replace 
them with twice as many WR 
Goblins. Let’s say you 
have five disparate crea- 

tures and Coat of Arms on | 
the board. After casting | 
Mogg Infestation, you'll 
have ten 10/10 Goblins in 
play. Have you ever attacked 
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. 


for 100 points of damage 
(outside of a Mark Rose- 
water puzzle)? Even 

Mark’s evil twin would be 


scared. 


anG w3 FAV Hf od 
You can also dig into your 
graveyard to gain card superi- 
ority, or have a couple of 
Gravediggers do it for you. 
Here’s how it works. If you 
sacrifice a creature to Recur- 
ring Nightmare and return 
Recurring Nightmare to your 
hand, you can put a target 
creature card from your 
graveyard into play. So, 
f you have a Gravedig- 
ger in your graveyard and 
ne in play, you can sacri- 


bring the dead Gravedigger 
back into play. When that 
Gravedigger comes into play 
it allows you to return another 
target creature card in your 
graveyard to your hand; thus 


’ exchange. Now, 
just play Recurring Night- 
mare again and repeat. Keep 
switching those poor Grave- 
diggers around until your 
graveyard has nothing 

in it except an exhausted 
Gravedigger and your hand 
is full of fresh meat. No 
wonder those poor Grave- 
diggers are having Recurring 
Nightmares. 


When it comes to making the 
dead walk again, Gravedigger 


has nothing on Living Death. 


RS RRB EAB aL REER 


Black’s answer to Wrath of 
God, Living Death destroys 
all creatures on the board and 
replaces them with all crea- 
tures in the graveyard. This 
can provide a huge creature 
advantage if you have a lot 
more creatures in your grave- 
yard than your opponent, and 
Exodus provides several cards 
to help you get them there. 
Survival of the Fittest can 
cycle creatures into the grave- 


yard so fast you ll think your 
creatures have the plague— 
until you cast Living Death 
and bring them all back to 


_ ment that enables you to pay 
® and discard a creature to 
_ search your library for a crea- 


oe 


"ture card to put into your 

_ hand. So with three green 
mana and Bottle Gnomes in 
hand (or any other staple 
creature in a Living Death 

_ deck), you can get all four of 
' the Gnomes in your deck into 
your graveyard. Just pay @ 
and discard one Gnome to 


find another Gnome and 


_repeat until they’re all in your 
j graveyard. Run through a 
couple other sets of creatures 
_ (Nekrataal and Gravedigger 
are great), and then cast Liv- 
_ ing Death to lock up the 
game with your dead horde 

_ walking. With this combo, it’s 
q survival of the deadest. 


‘Duelist Picks & Tricks” was written by Will McDermott, 
with contributions from Mark Rosewater. 


You play the cards, but they only hint at ae < 


the horrors. In Rath and Storm; the 


Gerrard- latest Magic: The Gathering” book, you e # 
Voted Be get the full story, told from your | Voted Best Villain 
favorite character's point of view. Sail In Quest Magazine 


‘with Gerrard, Mirri, and the crew of the 


Weatherlight. Follow their struggles 


Rath and Storm © TSR #08731 * ISBN #0-7869-1175-1 


; GIic Available July 


The Gathering” Based on the Weatherlight", Exodus”, Tempest”, and Stronghold” card sets. OF THE COAST” 


Novels 


( \ 7 


este, 


www.wizards.com * Customer Service: (206) 294-0633 ® For a store near you check out http://locator.wizards.com 
Wizarps or THE Coast, Macic: Tae GATHERING, WEATHERLIGHT, Exopus, TEMPEST, and STRONGHOLD are trademarks owned by Wizards of the Coast, Inc. : 
i Hlus. by Doug Chaffee ©1998 Wizards of the Coast, Inc. All rights reserved. 


by William Jockusch and Erik Lauer 


Jeff Martin submitted “Tim’s Vacation,” a blue/red poking 
deck, to the clinic because it’s been having power breakdowns. 


Doctors Stern and Catino are also on vacation this month, but 


we have a talented intern and a research physician filling in. 


If you'd like us to consider your deck for “Deck Clinic,” just 
send a list of what’s in your deck along with a brief description 
of its ailment to: Deck Clinic, c/o The Duelist, RO. Box 707, Ren- 
ton, WA 98057-0707, or to <Duelist@wizards.com>. ; 


WILLIAM 
lue/red control is a very 
workable theme. These 
are generally “dual- 
track” decks with two 
ways to win. One way is 
to use damage spells to destroy 
your opponent’s creatures in 
the early game, eventually 
reaching a situation where one 
spell can do a huge amount of 
damage for the win. Unlike 
most control decks, blue/red 
decks also have the ability to 
suddenly go into overdrive, 
giving up all attempts at con- 
trol and instead trying to deal 
20 damage in a hurry. Unfor- 
tunately, the deck Jeff submit- 
ted falls short in two of three 
areas. The pinging “Tim” crea- 
tures are too slow to help you 
survive against a fast deck, and 
the deck has no way to deal a 
lot of quick damage. On the 
plus side, the deck can take 
control of the game with the 
pinging creatures. 

Early Rush vs. Going 
Long. The largest group of 
cards in the new deck is 
devoted to surviving the early 
game, which is difficult in the 
present speed environment. 
Mogg Fanatics, Shocks, and 
Incinerates can slow down 
horde decks by killing oppos- 
ing creatures, and Goblin 
Recruiter can help you find 
Mogg Fanatics. Propaganda 
slows down creature swarms 
and can be especially useful 
with red damage spells (you 
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can kill creatures after your 
opponent pays to attack with 
them). Bottle Gnomes can 
block and kill many weenie 
creatures, and you can sacrifice 
them for three extra life in a 
pinch. Earthquake can stop an 
early creature swarm, and 
Force Spike gives the deck 
some early-game counter- 
magic ability. Finally, Fountain 
of Youth gives you a little extra 
life, helping you survive early, 
and proves extremely useful 
later. 

In the midgame, you need 
repeatable ways to kill crea- 
tures, which are provided by 
Cursed Scroll and Suq’Ata 
Firewalker. Frenetic Efreet 
provides an attacker that is 
hard for your opponent to get 
rid of, since any attempt will 


fail half the time. In a long 
game, the new deck has four 
ways to win. Capsize may 
enable you to get rid of all 
your opponent’s land, creating 
a lock, while Whispers of the 
Muse gives you huge card 
advantage. Hammer of Bogar- 
dan enables you to repeatedly 
damage your opponent and is 
especially useful against con- 
trol decks (which constantly 
counter your spells), and Fire- 
ball provides a way to sud- 
denly deal a huge amount of 
damage. 

Lastly, the new deck has 
nine utility cards, which can be 
useful at any stage of the game. 
Counterspell and Mana Leak 
stop your opponent’s most 
dangerous spells. Portent and 
Impulse give you some control 
over your draws, allowing you 
to draw more of the cards you 
need at any given moment. 
Shattering Pulse is a reusable 
way to get rid of annoying arti- 
facts like Cursed Scroll and 
Winter Orb. 

Dual-Nature Play. Because 
of the dual-track nature of the 
deck, you must constantly keep 
your plan in mind. If youre in a 
race to deal 20 damage, you 
should not hesitate to spend 
your damage spells to deal a 


little extra damage to your 


JEFF’S 
“VACATION” DECK 


RED (12) 


THE DUELIST 


3 Fireblast 

3 Fire Whip 
2 Incinerate 
2 Magmasaur 
2 Shocker 


iv 


14 Isla 
7 Mountain 


SIDEBOARD (15) 

4 Ather Flash 

| Furnace of Rath 

2. Phyrexian 
Dreadnought 

4 Pillage 

4 Shadowstorm 


Capsize 

Counterspell 

Dismiss 

Dissipate 

Escaped Shapeshifter 
Legerdemain 

Prodigal Sorcerer 
Propaganda 

Relearn 

Rootwater Hunter 
Unstable Shapeshifter 
Volrath’s Shapeshifter 
Zuran Spelicaster 
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opponent—you'e trying to 
defeat him or her early. If, on 
the other hand, you're trying to 
survive until your late-game 
cards come into power, you 
should use your damage spells 
to kill creatures and save your 
countermagic for critical 
moments. If your opponent is 
playing Living Death, you 
should deal damage as quickly 
as possible while saving a 
counter to stop the dreaded 
Living Death card. 

Sideboard. The sideboard 
allows you to focus more on 
whatever you need to defeat 
your opponent. Against a fast 
deck, you'll want more copies 
of Bottle Gnomes, Propa- 
ganda, and Shock. Against a 
slow, control deck, you'll want 
to remove Shocks and Inciner- 
ates to add Merfolk Looters, 
Orcish Settlers, and another 
Hammer of Bogardan. The 
best way to deal with Living 
Death is to put a lot of crea- 
tures in your graveyard and put 
fewer creatures in your oppo- 
nent’s graveyard, so again, you 
need to add Merfolk Looters 
and take out some of your red 
damage spells. Lastly, the side- 
board allows you to play more 
Shattering Pulses and/or Pil- 
lages to kill artifacts and lands, 
and a fourth Counterspell if 
your opponent is playing a 
card you really fear. 


ERIK 
im is a powerful—but 
vulnerable—creature. 
However, Tim can be 
protected by counter- 
magic because it and the 
best countermagic spells are 
blue. Another way to protect 
Tim is to put some creatures 
out first to draw your oppo- 
nent’s fire and then play it. 
The Zempest’'Tim, Rootwater 
Hunter, is a Merfolk, so it 
makes sense to add other Mer- 


folk and the powerful Lord of 


w, Atlantis. Of course you should 


_g play the Hunter after other 


VAL MAYERIK 


Merfolk, so I made the other 
Merfolk less expensive. 

Turn Scripting. To make 
these creatures most effective, 
I tried scripting the first few 
turns of the game. For exam- 
ple, on turn one I can playa 
Merfolk. On the second turn I 
can play either Lord of 
Atlantis or Legacy’s Allure. 
On the third turn (if I am for- 
tunate enough to have three 
lands) I can either play Root- 
water Hunter or Man-o’-War. 
This may sound like a particu- 
larly good draw, but I included 
seven cards of each casting 
cost in the deck to maximize 
my chances of this powerful, 
fast start. If I had stayed with 
just three-casting-cost crea- 
tures—a potential pitfall of a 
Tim deck—I wouldn’t have 
been able to play anything 
until turn three. 

It is important not to spread 
your resources too thin when 
building a deck. A blue/red 
creature deck has a very nat- 
ural way of winning the game: 
damage your opponent with 
creatures and red spells. 
Therefore, I decided against 
the additional Shocker—Fire 
Whip combination. I did, 
however, keep the bounce 
aspect of the original deck 
(Jeff had Capsizes to clear 
opponent’s permanents from 
the board) in the form of the 
more aggressive Man-o’-War, 
which is excellent in a blue 
weenie deck. Blue creature 
decks are often slower than 
other colors, but Man-o’-War 
helps you catch up by undoing 
your opponent’s hard work. In 
addition, Man-o’-War is pow- 
erful against decks using crea- 
ture enchantments because 
bouncing a creature usually 
destroys anything enchanting 
the creature. 

Substitutions and Addi- 
tions. I replaced the extra 
(non-Merfolk) Tims with 
Cursed Scroll, an excellent 
artifact damage source. Much 


like Tim, Cursed Scroll can 
provide targeted damage every 
turn. Since the Scroll works 
best with a near-empty hand, I 
reduced the permission to four 
Counterspells. 

Similarly, I kept the deck’s 
theft aspect (Legerdemain) 
but instead used the more effi- 
cient Legacy’s Allure. While 
Legacy’s Allure has to accu- 
mulate treasure counters 
before it can take a creature, 
the reward of not just elimi- 
nating a creature, but actually 
taking control of it, can be 
worth the wait. Legacy’s 
Allure also helps balance the 
creature control between blue 
and red, which will help the 
deck deal with protection- 
from-color creatures. For 
example, either a Hunter or 
Legacy’s Allure can help when 
an opponent plays a Soltari 
Priest, while red direct damage 
can eliminate a Scragnoth. 

In addition to the substitu- 
tions, I added three Impulses 
to help make the deck run 
smoothly. While this card- 
drawer uses two mana, getting 
to choose which cards go into 
your hand is often worth the 
investment. As an instant, 
Impulse is particularly nice 
because you can use it after 
seeing what creatures your 
opponent puts out. Impulse 
can also help this two-color 
deck find red mana. 

With Impulse to find land 
early in the game, I decided 21 
lands was sufficient. However, 
I decided to use some lands 
that produce both red and blue 
mana. Caldera Lake wouldn't 
be very useful in this deck since 
it comes into play tapped, and 
this deck has first-turn crea- 
tures. I also decided against 
Undiscovered Paradise because 
it doesn’t work well with 
Cursed Scroll. I finally settled 
on a combination of Gemstone 
Mine and City of Brass. 

Sideboard. When building 
a sideboard it is important to 


notice how your sideboard 
cards interact with the cards in 
your deck. A‘ther Flash can 
end up hurting a Tim deck 
more than it helps because the 
Flash makes it impossible to 
get more Tims into play! I also 
needed blue cards to play 
against red decks. Chill can 
slow a deck down, so I chose 
Hydroblast. 

T like to have a nice balance 


of sideboard cards. If all my 


THE DUELIST 


meoaurd ade are geared 


— 


toward defeating the same 
deck, I won't have any cards to 
use against other decks. After 
choosing my anti-color cards, 
I wanted some cards to fight 
other threats—Shatter for 
artifacts, countermagic for 
slow decks, and more anti- 
creature cards for creature- 
heavy decks. 


William and Erik are known as “the R&D bouncer” 
and “the mad genius.” We didn’t ask why. 


AUGUST 1998 25 


Magic Rulings 
and Errata 


Moving 
Enchantments 
» The Rule. REVERSA 
When a spell or ability 
moves an enchant- 
ment from one perma- * 
nent to another, the % 
enchantment is not dee 
as though it were just cast. 
Only the enchantment’s target 
changes. The enchantment’s 
“comes-into-play” abilities are:: 
not replayed. { 
What It Means. The rules 
about moving enchantments 
started out simple, but grew 
very non-intuitive as cards 


got more complicated. Enchantments «< 


were treated as if just cast for some pur- 
poses and as if in play all along for oth- 
ers. Counters on enchantments might 
or might not be removed depending on 
where they came from. 

This rule strips away that tangle and 
replaces it with a simple rule that 
matches most players’ intuitive under- 
standing: you pick the enchantment up 
and move it onto a different tar- 
get—without changing anything else. 
This does eliminate one combo: mov- 
ing a cantrip enchantment like 
Krovikan Fetish or Frog Tongue with 
Crown of the Ages no longer provides 
an extra draw. 


Playing Phase Abilities 
>» The Rule. REVERSAL: Phase abili- 
ties are played by the active player but 
controlled by their source’s controller. 
What It Means. If your opponent has 
a card in play that makes you do some- 
thing during each upkeep or each draw 
phase, you decide when to do it, but the 
effect is still controlled by your oppo- 
nent. For example, if your opponent’s 
Bottomless Pit forces you to discard a 
random card, you can play instants 
before discarding or wait to see what 
you discard before deciding what to do. 
However, if the Bottomless Pit causes 
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you to discard a Sand Golem, the 
Golem’s ability will trigger. 

This rule removes the need for the 
special Verdant Force ruling made last 
December. Under the new rule, if your 
opponent has Verdant Force, you 
decide when to put the Saproling token 
into play during your upkeep, but your 
opponent still controls the token. 


Snow-Covered Lands 

» The Rule. REVERSAL: A land’s 
snow-covered status is an attribute, just 
like color. When a spell or ability 
requires you to choose a land type, you 
can choose any land type that doesn’t 
have “Snow-Covered” in its title. Once 
the choice is made, both snow-covered 
and non-snow-covered lands of the 
chosen type are affected (unless the 
card says otherwise). 

What It Means. This change 
removes a stack of special-case rulings 
about how various cards interact with 
snow-covered lands, replacing them 
with a single global rule. This does 
change the way a few cards interact. 
For example, if you cast Shimmer, you 
can’t choose to have only snow-covered 
mountains phase out; choosing “Moun- 
tain” gets both normal and snow-cov- 
ered mountains. 


#2. Moursund 


Card Editing 
>» The Rule. “Card- 
editing” effects like 
those generated by 
Sleight of Mind, Magical 
} Hack, and Deathlace now 
Fallow the same rules as others that 
create permanent effects. If a spell or 
ability targets a spell that becomes a 
permanent, the resulting permanent 
“comes into play with the effect. 
What It Means. This is another 
change meant to clean up old 
-messiness. These cards still 
had special-case rulings 
when interrupts could 
target permanents, so 
Sleight of Mind, Mind 
4q Bend, and Whim of Volrath 
tall behaved slightly differently, 
creating uncertain results when 
two or more were applied to the same 
card. Those rulings are now repealed. 
When a permanent comes into play 
with a card-editing effect, it is still an 
effect and not a change to the perma- 
nent’s base characteristics. Therefore, 
other effects that key off base charac- 
teristics won't be affected by the 
change. For example, Unstable 
Shapeshifter won't copy the change. 


Copy Card Clarification 

> The Rule. To clarify last month’s rul- 
ings about copy cards, all changes 
resulting from copying a card (includ- 
ing losses and gains) are changes to the 
card’s base characteristics, not just those 
copying text. 

What It Means. For example, if you 
have a Doppelganger with Flight cast 
upon it, and the Doppelganger changes 
form, the new form still has flying. 


Licid Errata 
» The Rule. Each Licid should read, 
“loses all abilities,” not “loses this ability.” 
What It Means. This change fixes 
some very strange situations when a 
Shapeshifter or Doppelganger copies a 
Licid and then uses the Licid’s ability. 
The “you may pay [blank] to end this 
effect” clause is part of the effect, not 
a separate ability, so it’s unaffected by 
this change. 
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Whoever possesses the sword. 
rules the universe! 


Au hors of the WIGAN IAN 


NIGHTSWORD 


——— oS TAR STUER NOV EL 
The remarkable sequel to The Mantle of Kendis—Dai 


In a time long past, the mad emperor 
Lokan controlled the legendary Nightsword— 
and all creation was bent to his twisted will. 
Then he vanished mysteriously in the chaos of the 
galactic core...and the Nightsword was lost forever. 


But the legend endured. 
And hunger for the Nightsword’s godlike powers 
drew seekers both noble and corrupt. 
Now the ancient Mantle of Kendis-Dai has made 
Jeremy Griffiths the key to the sword’s discovery— 
and doomed him fo be the ultimate prize in 
the war to possess it! 


= Stories That Define Imagination as 
LS pq A Division of The Ballantine Publishing Group Qi 


t bookstores in June! 


If you see or hear about a 
particularly interesting key play, 
write to us about it at “Key 
Plays,” c/o The Duelist, P.O. Box 
707, Renton, WA 98057, or 
<duelist@wizards.com>. 


The Elephant’s Graveyard 


egional tournaments for the 
1997-98 season just wrapped up 
all around the country, and the 
field was both dynamic and widely 


varied. The results of all this variety 
_ included some of the most amazing key 


"plays ever chronicled. The first took place 


; during a fifth-round match in the Southern 
Regionals between players Bryan Hubble and 
“Jerry Brown. Brown was playing a hyper- 
’ _aggressive, mono-green deck with Eladamri’s Vineyards 


~ and big creatures, while Hubble was playing a slow 


mono- asin control deck called “Draw-Go” with 14 counterspells and a 
handful of creatures. The players split the first two games, and Brown 
started off quickly in Game 3 with a first-turn Rogue Elephant, second- 
turn Eladamri’s Vineyard, and fourth- and fifth-turn Endangered Armod- 
ons. Hubble quickly found himself at 10 life and struggling for defense; he 


finally got it in the form of a Steel Golem. Brown went for the kill on the 


next turn, coming in with all three creatures but overlooking Hubble’s one 
untapped Quicksand. Hubble blocked the Elephant with his Golem, and 
Brown played Giant Growth on one of his unblocked Armodons to polish 
Hubble off—but in response, Hubble made the key play of the match. 

He used Quicksand on the attacking Rogue Elephant, reducing its tough- 
ness to 1 and triggering both Armodons’ self-burying effects. By trading a 


Quicksand for three creatures, Hubble quickly recovered and went on to 


take the match. 


Suicide Pact 


y second key play revisits a 
player from last issue’s article, 
only this time he was on the 
happy end of the key play. 
Kurt Burgner of Southern California 
was locked in a close game with his 
opponent, David Freeman, and 
things were looking bleak. Kurt was 
playing a deck appropriately called 
“Suicide Black” for its variety of risky 
black creatures and spells, while 
David’s deck was built around one of 
the most powerful spells in Magic— 
Living Death. Kurt had dealt a sig- 
nificant amount of early damage in 
their second duel, but David was 
starting to turn the game around 
with a pair of Staunch Defenders. 
The key play happened around turn 
eight or so, with David at 7 life. Fac- 


ing a fatal amount of incoming dam- 
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age on his next turn, David made the 
only choice he could: he played Dark 
Ritual and used the mana to play 
Living Death, figuring that Kurt’s 
mono-black deck and one untapped 
swamp would have no answer. But 
things are never assured in Magic. 
Before Living Death resolved, Kurt 
tapped a swamp to play his own 
Dark Ritual, threw all his perma- 
nents in the graveyard, and played 
Kaervek’s Spite! Not only did this 
wipe out 5 more of David’s __ 
life points, but it brought all 2 
of Kurt’s creatures right back _ 
into play. Instead of clearing 
the board, David had more © 
than doubled his oppo- 
nent’s offense, and he was _ 
pounded down to nothing 
the following turn. 
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Who’s got the moves? 


You know what they do. But who does it better? 


Hercules: The Legendary Journeys™ joins Xena: 
Warrior Princess™ as the latest action-fest in the 
new ARC System™ trading card game line. 


Hercules brings his own style to the world of trading 
card games. Power stunts, superhuman strength, and 
hordes of ugly monsters. 


Trading Card Games 


Learn to play the Hercules TCG and look for 
the Hercules contest online at 
www.wizards.com/Hercules. 


Plus a whole lot of damsels in distress. 


On its own or played against Xena, the Hercules 
TCG makes for some wild combos. 


Get the big picture. Check out the Hercules TCG. 


WIZARDS OF THE COAST and ARC System are trademarks of Wizards of the Coast, Inc. 
Hercules: The Legendary Journeys and Xena: Warrior Princess are trademarks and copyrights of Universal Television Enterprises, Inc. Licensed by Universal Studios Licensing, Inc. All rights reserved. 
©1998 Wizards of the Coast, Inc. 
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Take a look at how some Exodus cards morphed during development. 


Keeper of the Light 
1WW 
Summon Muse 
1/2 

WW, T: Draw a card. Use this ability 
only if you have less than 10 life. 


RELEASED VERSION 
The Keepers were originally designed 
for Tempest, but got bumped back 
two sets when we realized 
Tempest already had too many new 
mechanics. Originally, the Keepers 
allowed a player who was behind in 
an area of their color’s expertise (e.g., 
behind in life for the white Keeper) 
to catch up by drawing extra cards. 
The mechanic changed slightly 
* during development. We 
kept the trigger 
condition simi- 
lar but changed 
the benefit to an 
effect more 
befitting the fla- 
vor of the color. 
For example, blue 
has the only 
Keeper that allows 
you to draw cards. 
For white, this 
means the Keeper 
helps you gain life. 
Notice that we low- 
ered the activation cost and made the 
necessary condition a relationship 
between you and your opponent 
rather than a preselected number. 


1) Cataclysm 


Match each 
Exodus card with its 
playtest name. 


5) Mirozel 
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EXODUS CARDS 


cards during your 


next discard phase. 


‘My enemies’ death yields threefold | 
enefit: removal, reuse, and research.” 


RELEASED VERSION 
This Necropotence variant 
proved too powerful during 
playtesting. We removed the 
buyback mechanic and raised 
the casting cost. We also 
decided to clean up the effect 
and avoid what we in R&D 
refer to as “memory issues”, 

asking players to remember 
to complete an effect at a later 
time is always problematic. Therefore, we 
changed Necrologia from a sorcery with 
an effect that resolved during the discard 
phase to an instant that can only be cast 
during the discard phase. 


6) Pandemonium 


A) Big Bang 


' enchanted creature” instead of a 
creature. Move Control Licid to 
target creature. You may pay U 
to end this effect. 


RELEASED VERSION 

While this card did not change concep- 
tually during development, we did dis- 
cover that its ability was significantly 
undercosted. This led to a series of 
changes as we zeroed in on the appro- 
priate power level for the card. In an 
effort to balance Dominating Licid we 
first reduced it from a 2/2 to a 1/1 crea- 
ture. When that change proved insuffi- 
cient, we increased the activation cost 
from 1°@ to 1 ¢ @. This increase actu- 
ally tipped the scales too much in the 
opposite direction, so we ended up 
reducing the casting cost from 2. ¢ 

to 1 € @ to help rebalance the card. 


Other Changes 
» Skyshroud Elite’s bonus went 
from +2/+1 to +1/+2. 


» Reconnaissance went from 


3% to ¥. 


» Slaughter’s buyback cost went 
from “Sacrifice a creature and 


pay 2 life” to “Pay 4 life.” 


PLAYTEST NAMES 


F) Maw Pit of Jabba 


2) City of Traitors 
3) Erratic Portal 
4) Fighting Chance 


7) Reconnaissance 
8) Sonic Burst 

9) Volrath’s Dungeon 
10) Wall of Nets 


B) Don’t Touch My Hair or 
lll Kick You 

C) Ebony Horse Madness 

D) Finger Lock 

E) Hurdles of the Mad Jester 


G) Near Ragnarok 
H) Obelisk 

of Unsummoning 
l) Unstable Landfill 
J) World of Hurt 
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Exodus™ Card Boxes & 
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Ultra-PRo& 
O.F Face) wal 
For the nearest distributor contact: 


Wizard Rembrandt 6049 Slauson Avenue, Commerce California 90040 (213)725-1975 fax(213)728-4092 
EICENSED RODUGH www.ultrapro-storage.com MADE IN USA 


Valid as of July 1, 1998 


C (TYPE I) 


Any ante card contained in 
any newly released card set 
Amulet of Quoz 

Bronze Tablet 

Channel 
Chaos Orb 
Contract from Belew’ 
Darkpact 

Demonic Attorney. 
Divine Intervention 
Falling Star 

Jeweled Bird 

Mind Twist 

Rebirth 
Shahrazad 
Tempest Efreet 
Timmerian Fiends 


_~ Mox Emerald 
Mox Jet. 


: Shahrazad 
~ Sol Ring 
_ Strip Mir 


_ Time Walk 
Timetwister 


TE 
Ancestral Recall 


Balance : r : 
Timmerian Fiends 

Berserk = 
Underworld Dreams 

Black Lotus 4 : 

Wheel of Fortune: 
Black Vise i 
: Zuran Orb 
Braingeyser 


EXTENDED 

BANNED : 

Any cards from the following 
limited-edition expansions. 
‘and basic sets are banned - 
unless they are reprinte 


Demonic Tutor 
Fastbond 
Fork 
Ivory Tower 
Library of Alexandria _ 
Maze of Ith 
Mirror Universe 
Mox Emerald 
Mox Jet 
_ Mox Pearl 
Mox Ruby 
Mox Sapphire 
Recall : 
Regrowth 
Sol Ring 
‘Strip Mine 
Time Walk 
Timetwister 
Underworld Dreams’ 
Wheel of Fortune 


CLASSIC-RESTRICTED 
_ (TYPE 1.5) BANNED 
Any ante card contained in 
any newly released card set 
Amulet of Quoz 
Ancestral Recall 
Balance 
Berserk 
Black Lotus 
Black Vise 
_ Braingeyser 
Bronze Tablet 
Candelabra of Tawnos 
Channel 
Chaos Orb 
Contract from Below 
Copy Artifact 
Darkpact 
Demonic Attorney 
Demonic Tutor 
Divine Intervention 
Falling Star 
Fastbond 


ie 
: Strip Mine 
_ Wheel of Fortune 
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by Monty Ashley 


n Saturday, May 16, 15 
Regional Championship 
‘Tournaments were held across 
the United States. Of the 
3,093 participants, 108 earned 
invitations to the U.S. 
National Championships to 
be held at Origins, July 3-5. 

Players who had already qualified to 
play in the National Championships 
were barred from entry, so many new 
names appeared alongside such Pro 
Tour regulars as Mid-Atlantic Cham- 
pion Mike Long, who won his tourna- 
ment with a Five-Color Blue deck. 

By far, the most popular deck was 
Sligh, with 24 people successfully rely- 
ing on its cheap creatures and direct 
damage to send them to Nationals. 
These 24 included four Regional 


Champions—David Petersen (Mid- 
west), Pat Callahan (Southeast), Derek 
Mallory (Ohio Valley), and Danyel 
James (Alaska). 

White Weenie and Black Weenie also 
did well, with their respective hordes of 
small creatures carrying many people to 
high finishes. In the Northeast, five of 
the Top 8 players used either White or 
Black Weenie decks, including Cham- 
pion Eric Phillips (Black Weenie). 

After these mono-colored decks, the 
Regionals field was vastly scattered, _ 
with many different five-color decks 
making appearances. Although the 
decks shared some characteristics (like 
City of Brass and Undiscovered Par- 
adise that can generate any color of 
mana), their focus varied. 

Some five-color decks controlled the 
field of play: Mark Schick conquered 
Northern California and Steve Jarvis 
won the Mountain Region with Five- 
Color Green decks. Others reanimated 
creatures to survive: Chris Manning’s 
“Peaches” deck won in New England, 
while Kris Lohmon took Hawaii with a 
“Five-Color Kastle” deck. Five-Color 
Sliver decks even had their day, played 
to winning form by Steven Stadnicki in 
the Northwest and Sam Rapson on the 


Great Plains. At least one player 
simply used all the best 
cards of each color to 


dominate, a 


strategy 
successfully 
employed by Jacob 
Chen, Champion of the 
South. 
Because of the varying fields 
of competition, the success of a 
} player’s deck depended some- 
what on where that deck was 
played. At the Southern Cali- 
fornia Regional, played on the 
Queen Mary, five of the Top 8 
decks relied heavily on black 
| cards, led by Ariel Sas’s Black 
Weenie deck. At the South- 
west Regional in New Mexico, 
Champion Christa Stenger had 
the only deck that was primar- 
ily black in the Top 8. 
The top players from each Regional 

Championship will join American Pro 
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SONINYVM 


—The revolutionary card 
game where you win by getting a head. 
Maybe a couple. 


“ST, 2 Be ee 
es —The Quick-Reflex Card Game- 


Forget caffeine. This game jolts your 
reflexes more than a triple espresso. 


7 ae rs “ 


—There’s not a bad hand in 
the deck. Now, how's your judgment? 


=] 


—-The Wild-Card Game-You 
only think you're the Wild One. This 
game makes you prove it. 


—The Up-Down Card Game-Play 
<: shifts every which way. You won't know if 
you're coming or going. 


Soest 


—The Word-Puzzle Card 
Game-Take letters. Add brain. Scramble. 
Arrange letters into words. Serve. 


—Plenty of strategy. 
Plenty of fun. No safe ground. 


Eventually it happens. You need a quick break from hard-core games. You can, 
A: Go cold turkey and rejoin society; or B: break out the most 
convenient diversions around. . 
These games are perfect between gaming 
. :  ] marathons, or for throwing down with casual 
eG oe a U i C i X e gamers. You want fast and furious? You got 
; it. Maybe you want to satisfy the headhunter 


in you. It’s here. Each card game comes 
ready to play. Take them anywhere. Play 


with anyone. 
Contact Customer Service at (206) 624-0933 or visit our website: www.wizards.com y g 


WIzaRDS OF THE Coast, Twitch, Go Wild!, Pivot, AlphaBlitz, Guillotine, Instinct, and Earthquake are trademarks of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. 
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THE GAME, 


YOU HAVE 


NOW monthly 


Save 57% off 
retail (savings 
of $34.45) 


Delivered to 
your door 


- 


all of the latest info about Magic rd other great 
TCGs, gaming strategies, deck-building tips, 


product previews, and more... 


For faster service, email us at duelist@pcspublink.com 
and mention code BR2898. For credit card orders call 1-800-395-7760. 


No rules questions will be answered on this line. 


For orders outside North and South America, 
call +44-185-841-05-10. 


For added style and more savings, 
get a DUELIST International Booster 
subscription—I2 monthly issues, 

48 Magic boosters (45 of them 
foreign language)—and save 62% 


off retail—$99.95! 


©1998 Wizards of the Coast, Inc. Wizards of the Coast, Magic: The Gathering, and The Duelist 
are registered trademarks of Wizards of the Coast, Inc. Duelist illustration by Jeff Miracola. 


Subscribe to The Duelis#! 


YES! Enter my subscription for 12 issues—$24.95* 
Saves me 57% off the cover price. 


BEST BUY! Enter my subscription for 24 issues—$39.95 
Saves me 66% off the cover price. 


NAME (please print) 


ADDRESS 


CITY / STATE/ ZIP 


COUNTRY TELEPHONE EMAIL 


Payment method 


O MASTERCARD O VISA 0 DISCOVER 

(O CHECK ENCLOSED (payable to The Duelist) O Bill me (must be 18 or older) 

ACCOUNT NUMBER EXPIRATION DATE 
SIGNATURE 


*Canadian orders: 12 issues /$29.95. Foreign orders: 12 issues/ $68.95. Send US funds only. 
Please allow 6-8 weeks for delivery. 
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The Duelist International Booster Subs 


YES! 12 issues, 48 boosters for just $99.95* 
You save 62% off the retail value. 


New Offer! 6 issues, 24 boosters for just $49.95* 
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Tour point leaders, a selection of players 
with high DCI ratings, and the return- 
ing U.S. National team (Kyle Bigos, Jef- 
frey Butz, Bob Maher, Jr., and defending 
US. National Champion Justin Gary) at 
Origins in July to determine the 1998 
U.S. National Champion. 


Deck Breakdowns 

The 15 Regional Championships pro- 
duced 120 Top 8 finishers. Sligh was the 
big deck, with 24 players using Sligh 
variants. Multicolor decks also showed 
strong with 30 Top 8 finishers sporting 
three-, four-, and five-color decks. 

The main decks used in the 1998 
US. Regionals were Sligh (24), White 
Weenie (15), Black Weenie (14), Five- 
Color Green (11), Reanimator variants 
(9), and Sliver variants (8, Counter- 
Sliver accounting for 6 of those). 

Each Region sported different 
metagame environments. Alaska and 
the Great Plains Regions had diverse 
fields with six and seven different deck 
types in their respective Top 8 fields. 
Hawaii was White Weenie and G5C 
country, with five of the Top 8 using 
those two decks. 

In the Midwest, Ohio Valley, and 
Northern California Regions, single- 
color decks ruled, as 16 of the 24 top 
finishers used Sligh, White Weenie, or 
Black Weenie decks. The Northeast and 
Southern California Regions also had 
large Black Weenie pockets. 

Perhaps because of its proximity to 
water, The Mid-Atlantic Region had 
two of only four Merfolk decks to make 
the Top 8 lists. Almost all of the rest of 
this field was Sligh. Sporting more color 
irony, the Mountain Region had four 
Sligh decks in its Top 8, while in New 
England they seemed to enjoy their 
Peaches—this five-color deck held the 
‘Top 3 spots. 

The Northwest could have been 
called Sliverland, with three Sliver decks 
in the Top 8. In the South and South- 
east, five-color decks competed against 
mono-color decks—seven five-color 
decks and seven mono-color decks 
made the Top 8 in those two fields. 
Finally, black was king in the South- 
west, with five of the Top 8 decks using 
heavy black components. 
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One reason Magic is 
so cool is its diversity. 
There are literally 
thousands of Magic 
cards that produce 
different effects. 

Plus, each color is 
unique because it has 
a different theme. 
Blue and white are 
defensive, red and 
black are aggressive, 
and green straddles 
the line. ’ve already 
talked about blue, 
white, and green. 
Now it’s time to 
turn up the heat 


with red. 


THE DUELIST 


The Heat Is On 


Playing with Red Will Get Somebody Burned 


and burn opponents with massive damage 
and destruction in the mid- to late-game. 
Red is relentless, often dealing large amounts of 
damage with great speed. Sometimes red’s 
blaze of power comes at a price, however, 
because you often take damage or have to 
sacrifice resources to feed the flames—not 
unlike playing with fire. Though red is strong 
in aggression, it’s weak in defense and game 
control. When red is losing it tends to just 
destroy everything and start over. 


Red creatures tend to be very 
efficient, but this ou» 
power often & 
comes at a price. 


by Melody Alder 


ed is undoubtedly the most aggressive color in Magic—the color of chaos and 
| destruction. Red’s allies, black and green, also tend to be more offensive than defen- 
sive, but they don’t have red’s knack for mass damage. White and blue oppose red on 
the Magic color wheel, and appropriately, red offers cards to deal with their threats. 

Red’s basic strategy is to apply heat with quick, direct damage in the early game, 


ERED 


FIERCE CREATURES 
If you haven't noticed, each color’s creature 
types reflect the color’s land type. Mountains 
produce red mana, so it’s no surprise red creature 
tend to be mountain and volcano dwellers like 
goblins, dwarves, orcs, and dragons. Red’s 
ground creatures often have a much higher 
power than toughness, making them fierce 
but fairly easy to kill. Its flyers, on the other 
hand, tend to be expensive to cast but hard 
to kill (and are mostly dragons, of course). 

Red creatures tend to be very efficient for 
their casting costs, but this power often 
comes at a price. Cinder Giant is a 5/3 crea- 
ture for 3 @, but during your upkeep it deals 
2 damage to all your creatures. Jackal Pup is a 
2/1 creature for @ but for each 1 damage 
dealt to it, it deals 1 to you. Mogg Fanatic can 
deal 1 damage to a target creature or player, 
but to do so you have to sacrifice it. For those 
willing to pay the price these creatures can 

apply constant heat to an opponent. 

Other red creatures with high power 
and/or low casting cost have attacking or 
blocking restrictions. The 2/2 Ironclaw 
Orc can’t block a creature with toughness 
higher than 2; the 4/1 Craven Giant 
cant block at all; and the 3/3 Mogg 
Flunkies can’t attack or block unless fol- 
lowing another creature into the breach. 

In keeping with red’s quick-damage 
strategy, several red creatures are not 
affected by summoning sickness (a crea- 

ture ability Magic designers call celerity). 
Just when your opponents think they know 
how much damage you can inflict on your 
next attack—wham—you surprise them 
with a celerity creature. 
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The best celerity creatures are all red: 
‘Ball Lightning, Viashino Sandstalker, 
and Suq’Ata Lancer, to name a few. Each 
has its own advantages and disadvan- 
tages. A 6/1 trample creature, Ball Lighting 
is part direct damage, part creature. It dies 
at the end of the turn it’s summoned, but 
who cares when youre trampling for 6 
damage for @@@? The 4/2 Viashino 
Sandstalker is similar since it goes back to 
your hand at the end of the turn. It may 
seem annoying to have to cast Sand- 
stalker every turn, but it serves as a great 

“threat in waiting” and cant be 
destroyed by an opponent’s sorceries. 


The Suq’Ata Lancer adds flanking 


to its celerity, so even if your opponent 
has a blocker it probably can’t stand in the 
way of the Lancer’s flanking. 

Some red creatures also have the ability 
to pump their power by paying some 
price (most often mana); this enhanced 
power, however, often deducts from the 
creature’s toughness (some price has to be 
paid). Take Flowstone Hellion, for example. 
It’s a 3/3 creature you can activate for 0 
to give it +1/-1. Since it’s another celerity 
creature, the Hellion can attack as a 5/1 
creature on the turn you play it. 

Like other colors, red also has its share 
of creatures with abilities inherent to the 
color. For example, Goblin Vandal can 
destroy artifacts, Orcish Settlers can 
destroy land, and Fireslinger can deal 
direct damage. 


FIRE AND BRIMSTONE 

The goal of a good red deck is to deal 
damage quickly while disrupting an 
opponent’s resources by destroying land, 
creatures, and—why not?—practically 
everything. Though other colors dabble 
in direct damage (damage that can’t be 
blocked by a creature), none comes close 
to red—the master of heat. Most of red’s 
direct damage, commonly called burn, 
allows you to target either creatures or 
your opponent; it’s this versatility that 
makes red burn spells so efficient. 
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Red burn comes in all forms. Instant 
burn spells are great because they keep 
your options open. Let’s say you have an 
Incinerate in your hand. Don’t cast it until 
the end of your opponent's turn in case he or 
she plays a creature you really need to kill, 
like a Ball Lightning that’s bearing down 
on you. Other good instant burn spells 
include Fireblast, which allows you to sac- 
rifice two mountains instead of paying its 
casting cost to deal 4 damage (a great 
game finisher), and Kindle, which gets 
nastier with every Kindle you play. 

Sorcery burn spells tend to do more 
extensive damage, but they also use up a 
lot of mana because many are “X” spells, 


where X is equal to the amount of mana 
spent and the damage the spell does. 
Most of the time you'll use these in one 
game-ending blast, tapping most or all of 


your mana to squeeze as much damage 
from the spell as possible. Good players 
take into account countermagic, however, 
and are careful not to exhaust all their 
resources on one spell. Some good sorcery 
burn spells include the traditional Fire- 
ball and Disintegrate, each of which costs 
& @, and the versatile Rolling Thunder, 
which allows you to divvy up the burn any 
way you want but costs an extra @ to get 
it rolling. 

Red even has enchantments that can 
deal direct damage. These are particularly 
threatening because they stay in play so 
you use them again and again. Goblin 
Bombardment, for example, lets you sac- 
rifice a creature to deal 1 damage to a target 
creature or player. Bombardment can be 
another great game finisher, especially 
since a Counterspell won't stop its effect 
once the enchantment is in play. 


DESTRUCTION AND CHAOS 

Of course red does more than just damage 
things. It also destroys them. Most land- 
destruction decks are partly red because 
red has quite a few cards that destroy land, 
either one land at a time with Stone Rain 
or in a massive cleansing with Ruination. 


Since red opposes white and blue, it 
appropriately has Flashfires (destroys all 
plains) and Boil (destroys all islands). 

Artifact destruction is another red abil- 
ity. As with land destruction, red can 
destroy one artifact at a time with Shatter or 
multiple artifacts with Shatterstorm and 
Builder’s Bane. Some red cards even let 
you choose what you want to destroy. 
Aftershock, for example, either destroys a 
creature, land, or artifact. 

Red also has a few “reset buttons.” 
Apocalypse, for example, destroys every- 
thing in play and makes you discard your 
hand—another nasty red side effect. 
Jokulhaups, on the other hand, destroys 
everything except enchantments (so you 
can keep your Goblin Bombardment). 
These mass-destruction spells are best 
used when you can't handle what your 
opponent has in play and you want to 
start fresh, since red can light up quickly 
after a cleansing. 

Like fire, red tends to be chaotic in its 
destruction. Earthquake, for example, 
deals X damage to all non-flying creatures 
and players, so you need to cast Earth- 
quake when it will harm your opponent 
more than it will harm you. Red’s chaotic 
nature also shows up in random effects. 
Several red cards make you flip a coin to 
determine an outcome; Desperate Gam- 
bit either doubles or eliminates damage 
depending on the coin flip. Remember, if 
you play with fire you can get burned. 


SOME LIKE IT HOT 

With a boiler room full of burn, a horde of 
fast, pumpable creatures, and an arsenal of 
destruction, red seems so powerful you 
may wonder why you'd want to play any 
other color. Keep in mind, however, that 
red has weaknesses, and its power is sig- 
nificantly reduced by blue countermagic 
and white protection. Red does have cards 
to deal with these trouble spots, like 
Wildfire Emissary and Pyroblast, but red 
players must remember to deal lots of 
damage quickly because red tends to lose 
steam later in the game. Red isn’t a “play 
slow and torture my opponent” color. Red 
wants to fry its opponents and you just 
have to let it do its job. @ 


Melody Alder is tired of getting burned in 
Magic by her boyfriend (though she keeps 
trying to control him). 


THE BATTLE FOR 
TERRA BEGINS AT 
WORLDS 


Put your ‘Mechs® where your mouth is at the 1998 BattleTech® TCG 
World a held at GEN CON® in Milwaukee, WI, 
August 8-9. 


Qualified players will battle heavily armed opposition for a purse of 
$25,000 in cash and prizes. Your last chance to qualify is at = 
GEN CON on August 7, 1998. 


This GEN CON, tweak your deck. Tune your strategy. 
Then home in. 


THE $25,000 


SHIPS 


Check out the BattleTech DCI” web ps : ards.com/BT_DCl/Welcome.htmI>, _ 


CORPORATION _ 


OF THE COAST® 


_ Wizaros OF THE Coast and DCI are trademarks of Wizards a the Coast, Inc. GEN CON is a registered trademark of TSR, Inc. TSR, Inc. and Five Rings Publishing | roup, Inc. are sub- 
sy — of Wizards of the Coast, Inc. . BattleTech and 'Mecu are registered trademarks of FASA Corporation. The BattleTech universe is protected by copytig 
: ere ae es Corporation and used under license. ©1998 Wizards of the Coast, Inc. 


Four- and five-color decks 


began to flourish last summer 


(see “Rainbow Decks,” Duelist 


#21) based around creatures i : 

with off-color support cards, : 

such as Disenchant or Terror. 5 
Since then, multicolor decks 


have continued to evolve, such 


that they are now the norm, _ 


rather than the exception. 


Here is one five-color deck | 


with a different approach. 
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by Beth “BethMo” Moursund 


Gift of the Donais 


Fiive-Color Blue is all about control 


n April, Mike Donais, a top-ranked Canadian player, became a level 
IV judge and thus ineligible to play in sanctioned tournaments. As a 
parting gift to the players’ community, he published one of his best 
deck designs: Five-Color Blue Control. Dubbed “Donais Five 
Color” or “D5C,” the deck was soon being played around the world. 
Unlike other popular multicolor decks, D5C is not creature-based and 
has no discernible offense. Instead, it slowly takes control of the game, 
recycles cards, and eventually wins by direct damage or library depletion. 


BUILDING THE DECK 
The goal of D5C is to 
use the best spells from 
each color to establish 
control. Donais’s original 
design used no perma- 
nents other than land, 
making any anti-permanent 
spells in an opponent’s deck 
useless. Most current versions 
still stick closely to this principle. 
From blue comes countermagic, 
which is critical for D5C—you want eight 
to ten countermagic cards. You should defi- 
nitely include four Counterspells, and for 
the rest choose from Dissipate, Dismiss, and 
possibly Mana Leak. Dismiss provides an 
extra card, but early in the game you won't 
have enough mana to cast it, so some players 
prefer to use the cheaper spells. Mana Leak 
is an early stopper, but it’s weak in the late 
game. Blue also gives you the search cards 
Whispers of the Muse, Impulse, and (some- 
times) Intuition. All are critical to the func- 
tioning of the deck. 
Red gives you direct damage, which serves 
a double function: it provides creature con- 
trol and eventually you can use it to win. 
Incinerate provides cost-effective creature 
control for the early game. Fireball can kill 
multiple creatures when you have more 
mana, and it’s also an excellent game fin- 
isher. Some versions of the deck make Fire- 
ball the only red spell, while others also use 


Earthquake for mass creature removal. After 
Stronghold, many players swapped in Shard 
Phoenix in place of some red damage spells. 
It’s a creature, but any attacking or blocking 
the Shard Phoenix happens to do is just a 
free bonus; its real purpose is mass creature 
removal because it can kill most weenies, 
including untargettables. 

White provides Wrath of God, the most 
powerful creature-removal card in the game. 
Nearly every version of D5C includes four 
copies. White also gives you Disenchant, the 
most versatile enchantment- and artifact- 
removal spell in Magic, and Gerrard’s Wis- 
dom for gaining life. Two to three copies of 
these spells are almost necessary. 

Green provides additional artifact removal 
in Uktabi Orangutan. Like Shard Phoenix, 
the Orangutan doesn’t really count as a per- 
manent because its primary purpose is arti- 
fact destruction. Also from green comes 
Gaea’s Blessing for graveyard recycling. At 
first glance this may seem unimportant, but 
it’s actually the key to the deck’s success. 
After Stronghold, many players (including 
Donais himself) added Wall of Blossoms to 
the deck, which slows creature swarms that 
gave the original deck problems. Though a 
permanent, it does not violate the “no per- 
manents” rule in principle because it’s a 
cantrip and replaces itself—if the opponent 
uses a spell to remove it, you still come out a 
card ahead. 

Finally, black is used for Lobotomy, which 


QUINTON HOOVER 


QUINTON HOOVER 


was standard in the original D5C design. Most 
of the current versions have moved Lobotomy to 
the sideboard due to the large number of fast 
creature-based decks in the current environment. 

Most five-color decks have a core of one color 
with the basic land to support it. D5C uses 
almost no basic land. The “perfect” nonbasic 
land mix is a matter of much debate. Everyone 
uses four Reflecting Pools, but Gemstone Mine, 
City of Brass, and Undiscovered Paradise have 
more drawbacks, as do the various two-mana 
lands. Experiment with land mixes and see 
Mike Long’s tournament-winning deck for one 
example. 


PLAYING THE DECK 

With DSC, patience is the name of the game. 
Plan for long duels and no lunch breaks if you 
take this deck to a tournament. Against a fast 
deck, your first goal is simply to stay alive. Try 
to get the most out of each of your spells, and 
ignore things that don’t directly menace you. 
Even if you take heavy damage while waiting 
to draw removal, you're often okay—one Ger- 
rard’s Wisdom can cancel out several turns of 
beatdown. 

Use your removal spells to take care of dan- 
gerous permanents while saving counters for 
other spells. Things may not work out so neatly, 
however, and you may need to counter creatures 
rather than waiting to draw a removal spell. It 
all depends on what you have and what your 
opponent is doing. 

Figuring out how your opponent’s deck 
works is critical—that way you'll know what the 
“must counter” spells are. Some are obvious: 
Armageddon, for example, will ruin your whole 
day. For other decks you need to understand 
their strategies in order to find weak points. For 
example, against many G5C decks, Incinerating 
an early Birds of Paradise is almost always the 
best play, even though it is innocuous by itself. 

If you manage to survive the early game, the 
deck will start to come into its own. Churn 
through your library with cantrips and get six 
lands in play. Then you can cast Whispers of 
the Muse with buyback. You'll soon reach the 
golden paradigm: cards drawn equal more 
mana and more mana equals more cards 
drawn. The more cards in your hand and mana in 
play, the more firmly you can clamp down on 
your opponent. 

Use Impulse to find the land you need in the 


early game, and then later to grab critical spells. 
Gaea’s Blessing is a mid- and late-game card; 
use it to return countermagic or whatever else 
you need from your graveyard. This will gradu- 
ally concentrate your library as you keep putting 
lands into play. Eventually, you can remove any- 
thing your opponent plays and counter anything 
you can't remove. The recycling also ensures you 
don’t deck yourself in a long game. 

Once you've completely taken control you can 
think about winning. You might play Fireball 
and recycle it with Gaea’s Blessing, attack with 
Uktabi Orangutans, or simply counter every- 
thing while recycling your own cards, and wait 
for your opponent to run out of cards. 


BEATING THE DECK 

D5C’s biggest weakness is its land. A second- 
turn Dwarven Miner means an almost certain 
defeat, since D5C may never reach four mana to 
cast Wrath of God. Wasteland is also very 
strong against it. Armageddon, of course, will 
hurt DSC badly, and if youre not playing with a 
lot of nonbasic lands yourself, Ruination is close 
to an Armageddon-for-one. 

A fast attack is still the most difficult strategy 
for D5C to deal with, even with Walls of Blos- 
soms in the deck. If your opponent doesn’t draw 
Wrath of God or Gerrard’s Wisdom, or if you 
can stop those spells, you can win before the 
deck gets established. Creatures with shadow or 
flying allow you to ignore Walls, while River 
Boas may be able to islandwalk past them. 
Creature decks that recycle cards from their 
graveyards can also give it a hard time. 

A good permission deck may be able to out- 
counter the D5C deck, provided it can counter 
Gaea’s Blessing. Remember that each Blessing 
can equal two more Counterspells for your 
opponent. If you don't have countermagic, you 
can try to stop the Donais deck from recycling 
its own graveyard. Phyrexian Furnace can eat 
the cards in the graveyard before they can be 
returned, and Ebony Charm can be huge if you 
manage to take out Gaea’s Blessings. 

One important point: once it’s obvious your 
opponent’s DSC is in control of the game, con- 
cede. The early loss will leave you with enough 
time to sideboard and win the two remaining 
duels. 6 


BethMo has tried in vain to control Mike Donais 
at recent Pro Tours. 
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by Robert Hahn 


The Art of Magic: Part Four 


Defense: The Second Key to Victory 


It seems obvious that 


you can’t win if you — 


lose. And yet too many 
players ignore the fact many ways, defense as a concept is far more difficult to understand and explain than 
ffense. Where offense is usually obvious, defense is usually subtle; where offense is excit- 
ng, defense is grinding; and where offense almost always takes place on the battlefield, 
efense often happens behind the scenes. In attempting to illustrate the important con- 
epts of defense, I will discuss Strategic Offense, which to most players looks like no 


that a strong offense is 


worthless if you lose 


the game before your ffense at all. 


offense can set up. 


Therefore those who win every battle are not 
really skillful—those who render others’ armies 
helpless without fighting are the best of all.... 


Therefore one who is good at martial arts over- 


To win consistently, _ 


you must not lose 


consistently. Therefore, comes others’ forces without battle, conquers oth- 


ers’ cities without siege, destroys others’ nations 


the heart of this —Sun Tzu 


without taking a long time. 
chapter is defense— In The Art of War, winning without fighting 
is considered the highest military achieve- 
ment. A conflict-free victory strategy can 
take many forms, but one factor is 

always required: opponent exhaus- 
tion. If the opponent’s soldiers are 
starving, out of ammunition, and 


how not to lose. 
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demoralized, it is easy to force a surrender 
simply by showing up with well-fed, well- 
supplied troops. The same holds true in 
Magic. 

Strategic Offense attempts to exhaust the 
opponent and establish a superior strategic 
position. While tactical position—the con- 
cern of ‘Tactical Offense strategies—is all 
about creature superiority and difficult forma- 
tions, strategic position is all about resources. 

Consider the following situation: you're 
playing against a Donais five-color blue 
(D5C) control deck with countermagic, mass 
removal, and mass life gain. You've brought 
your opponent down to 1 life. However, you 
now have one card in hand—a basic land— 
four 2/2 creatures on the board, and ten mana in 
play. Your opponent is holding seven cards in 
hand, has fourteen mana in play, and just 
played Whispers of the Muse with buyback 
twice during your discard phase. What is 
your chance of winning this duel? 
If you answered 1 percent, you're 
off by .99 percent. This 
duel is basically over 
because your oppo- 

nent has massive 

resource advantage 

and all 

resources have been 

exhausted. You're fac- 
ing an opponent with 
nine cards in hand and 
enough mana to do any- 


of your 


thing who is drawing three 
cards per turn to your one. 
It is too much to expect 
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that you will manage to deal that last point 
of damage. One Wrath of God makes your 
situation clear: defeat. 


When resources are exhausted, then levies are 


made under pressure. When power and resources 
are exhausted, then the homeland 1s drained. 
—Sun Tzu 


People often puzzle over why Sun Tzu 
spends so much time and space on the topic 
of taxes in the “Doing Battle” chapter. But as 
the saying goes, amateurs discuss strategy 
while professionals discuss logistics. 

There are three categories of resources in 
Magic: cards, mana, and time. The first two 
are obvious to anyone who has been on the 
receiving end of a serious discard strategy, 
and to those who have been mana-screwed 
(every Magic player on the planet). Time as 
a resource, however, is not so obvious. It 
doesn’t mean taking multiple turns with 
Time Warps; rather, time has the same 
effect on the game as mana and cards: pre- 
serving your options. 

Strategic Offense—or the art of defense 
—requires resource superiority. If at any 
time you have fewer cards in hand than your 
opponent, or fewer mana in play, you are up 
against the ropes (even if you don't know it 
yet). In addition, time advantage is almost 
always necessary to preserve your options for 
as long as possible. 

To illustrate this point, let’s look at a 
match between mono-red Sligh and D5C. If 
Sligh plays Jackal Pup, Jackal Pup, then Ball 
Lightning over the first three turns and gets 
through with everything, D5C is suddenly 
in the position of having two turns left to 
live. Even if D5C plays a land every turn and 
gains card advantage by burning a Whispers 
of the Muse, it must play Wrath of God, 
Gerrard’s Wisdom, a blocker, or remove the 
Jackal Pups to survive. 

At this point, D5C could have seven cards 
in hand and four lands in play, which should be 
adequate for most situations. However, its 
time resources are severely limited at 8 life. 
A Gerrard’s Wisdom can gain three turns, 
barring additional damage. A Wrath of God 
also gains time. With additional time, the 
DS5C Strategic Offense deck can begin to 
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2 Marble Diamond 
1 Moss Diamond 

3 Mind Stone 

2 Sky Diamond 

3 Winter Orb 


LAND : 
4 Adarkar Wastes 
2 Brushland 
5 Island 
2 Plains 
4 Quicksand 


3 Undiscovered Paradise 
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_ Armageddon appears. Still, 
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left in your entir 


two additior 


implement its “offense” of exhaustion. 
Conceptually, early removal/defense 
such as Wall of Blossoms or Incinerate is 
necessary, not as creature control, but as 
time management. Countering a turn- 
two Ironclaw Orc may be an excellent 
play since it trades card resources for time 
resources. Knowing which is more impor- 
tant is the essence of defensive skill. 
Resources are the Achilles’ heel of 
defense. All successful decks attack an 
opponent’s resources—cards, mana, or 
time. Strategic Offense resource manage- 


ment not only sets the groundwork for a 
solid defense, but also operates offensively by 
rendering the opponent 


helpless. Such a victory occurs not at the 
tactical level of creature superiority but at 
the strategic level of resource superiority 
by counter-punching the attacker where 
he or she is most vulnerable. 


OBFUSCATION 

Those skilled in defense hide in the deepest 
depths of the earth, those skilled in attack 
maneuver in the highest heights of the sky. 
Therefore they can preserve themselves and 
achieve complete victory.... To unfailingly 
take what you attack, attack where there is no 
defense. For unfailingly secure defense, defend 


where there is no attack. —Sun Tzu 


I stated in Part Three that the “in- 
scrutable win, the obvious lose.” The ded- 
icated defensive strategy takes this adage 
to the next level. For a Strategic Offense 
to work, you must not reveal where you're 
defending and where you're attacking, or, 
for that matter, whether what you're 
doing is defending or attacking in the 
first place. Very often, the two will be the 
same. 

Take the Sligh vs. D5C_ scenario 
above. A Wrath of God appears to be 
purely defensive. All it accomplishes is 
the removal of creature-based threats. 


But if that Wrath of God allows D5C to 
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establish card-resource superiority and 
time-resource superiority, it is also offen- 
sive—if we understand that the fight is 
not on the battlefield but behind the 
lines. In essence, D5C has attacked 
where there was no defense—the oppo- 
nent’s card resources. Against a straight- 
burn Sligh, D5C also defends where 
there is no attack by playing out all its 
mana, thus providing greater options 
later. Once again, the fight is not where 
Sligh wants to engage. 

Strategic maneuvering requires a 
higher level of inscrutability than tactical 
maneuvering, because the locus of the 
fight is not where the opponent’s atten- 


tion is focused. Removing the fight to the 
strategic plane does give you an advan- 
tage since your opponent may not be 
prepared for such a fight, but it also leaves 
you vulnerable to being overwhelmed on 
the battlefield. As a result, options be- 
come far more important to a Strategic 
Offense deck, and countermagic is often 
used in such decks simply because of its 
near-unlimited flexibility. 

Remember that defense is also offense 
in a Strategic Offense deck, so that de- 
fense must be as multilayered and multi- 
pronged as the force-based offense of an 
aggressive deck. Simply removing crea- 
tures is not enough because your oppo- 
nent can just play more. Removing 
creatures and countering future threats 
alone may not be enough because your 
opponent might burn you out. Creature 
removal, countermagic, blockers, aggres- 
sion inhibitors such as Propaganda, and 
life gain—all taken together—weave a far 
tighter web of defense that will eventually 
exhaust your opponent. 

The important skill lessons for an 
unbreachable defense are as follows. One, 
never betray your emotions or thoughts. 
Your motives must be as unclear as possible 
so you can preserve your options for as 
long as possible. Two, establish resource 


superiority quickly so you never let your 
resources (cards in hand or mana in play) 
fall behind your opponent to the point 
where he or she can discern your options. 
Three, when you attack or defend, try to 
make it appear as if you are doing exactly 
the opposite. 

For example, let’s look at the endgame 
of a duel between a blue/white Howling 
Mine, library-depletion deck and a 
black/blue creatureless, massive-counter 
deck. The contest is nearly over and will 
be decided by library depletion. The 
black/blue deck has an edge because of its 
massive countermagic. The blue/white 
player plays Feldon’s Cane, which gets 
countered, and laments the useless crea- 
ture-control cards left in her hand. She 
then plays Wrath of God, which gets 
through (with the opponent snickering), 
and follows that with Island Sanctuary, 
which also gets through. Her opponent 
feels extremely confident of his win. On 
the next turn, however, the blue/white 
player skips drawing cards and the 
black/blue player realizes too late that all 
is lost. 


DEFENSE BEYOND 

STRATEGIC OFFENSE 

While these principles may not exhaust 
the concept of defense, they are a good 
starting point. I stress once again that 
defense and offense in Magic are merely 
two sides of the same coin. The twin prin- 
ciples of resource management/superior- 
ity and obfuscation appear in different 
forms in almost every successful deck. A 
Sligh deck tries from the very start to 
establish time-resource superiority with 
its burn spells, which can be used offen- 
sively or defensively, offering some obfus- 
cation. Spells like Armageddon in a white 
weenie deck can establish both mana 
superiority and battlefield superiority, 
which advances its strategy. The intelli- 
gent player will consider the intertwined 
relationship of offense and defense in 
every stage, from deck construction to 
actual play, and learn to make the correct 
decision at every point in the game. @ 


Robert Hahn is no longer just a columnist— 
he’s also the new Duelist assistant editor in 
chief. Maybe we'll even get his picture taken 
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Crunch Time 


Six Ways to Choose Your Last Five Cards 


t’s crunch time. Your latest creation is nearly 

finished and all you need is the right five 

cards to turn a good idea into a truly killer 

deck. Instead of just adding five more crea- 

tures or five more counters, think about the 
impact five cards (almost ten percent of your 
deck) can have on how the deck performs. 
Here are a few suggestions to help finish that 
nearly completed deck. 


METAGAME ADVANTAGE 

With decks published in The Sideboard, The 
Dojo, and Mindripper, it’s easy to assess a for- 
mat’s popular decks. Cards that take advantage 
of the current environment are the best addi- 
tions you can make to a deck. For example, sev- 
eral recent hot decks use many colors along with 
a mix of multicolored lands (Donais five-color 
blue, five-color red, five-color green—lradewind 
Rider, and ProsBloom). The prevalence of these 
nonbasic lands makes land-destruction spells an 
intelligent supplement for aggressive decks, 
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that are effective against nonbasic lands, such as 
Choking Sands or Wasteland. 

When choosing cards to combat specific 
decks, use cards that are useful against a wide 
range of opponents and avoid classic “hoser” 
cards, which should be relegated to the side- 
board. Although Choking Sands and Waste- 
land may be considered nonbasic-land hosers, 
they are also useful against most decks (Waste- 
land can always be tapped for mana), whereas 
cards like Ruination are not. 

The only time you should put limited-func- 
tion sideboard cards like Lifeforce or Shatter- 
storm in your main deck is when 40 percent or 
more of the players in the environment are 
playing the same general theme, like during the 
infamous Necro summer of 1996. Balanced 
environmental cards are generally better 
choices, even in decks that are vulnerable to 
such specialized cards. A cunning player with a 
five-color black deck, for example, might use 
Wasteland and Choking Sands to gain an edge 
over other similar decks. 


EXPANDING THEMES 

Sometimes you can expand a deck’s existing 
theme to take advantage of the environment. 
For example, a Bloom player can add more 
deck-manipulation cards or more support/ 
countermagic spells based on the power and 
popularity of countermagic in the current envi- 
ronment (the less countermagic you expect to 
face, the more deck manipulation you can afford 
to use). 

Adding cards to expand a primary theme 
may also give a deck more focus or make it 
extreme enough to overpower opponents. Per- 
haps your land-destruction deck needs an 
audacious and risky Scorched Earth to give it 
the potential for a second-turn assault, thus 
making the deck too much to handle for many 
opponents. Similarly, a defensive deck with 
four Counterspells and four Dissipates that 
never seems to consistently draw counters 
should consider two or three Dismisses to 
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shore up its permission capability. 
Another option for rounding out those 
final slots is to enhance the deck’s sec- 
ondary or tertiary themes. For instance, a 
blue/red/white swarm deck using four 
Cursed Scrolls and four Incinerates for 
creature elimination might benefit from 
several Shocks to make winning through 
direct damage a real threat. Or you might 
add Memory Lapse or Disrupt to a five- 
color assault deck with Mana Leaks to 
improve the odds of drawing a counter by 
turn four in order to stop Wrath of God 
or Living Death. Enhancing a support 
theme makes your deck more consistent 
because you'll draw those 
secondary theme cards 
more reliably. 


SUPPORT CARDS 
The last few cards can also help patch up 
your deck’s specific weaknesses. If your 
deck is especially vulnerable to a specific 
card or type of card, you may want to 
include an appropriate defense. Consider 
the following defensive support areas: 
artifact- 
spells such as Uktabi Orangutan, Disen- 
chant, and Goblin Vandal; backup creature- 
elimination spells like Terror, Nekrataal, 
Incinerate, and Quicksand; and “panic 
button” cards like Nevinyrral’s Disk. 

You might also want some library 
manipulation to fetch specific cards or 
improve draw quality (Gaea’s Blessing, 


and enchantment-elimination 


Impulse, Tutors, Sylvan Library, and Mana 
Severance), or card-drawing engines to 
set up potential endgame scenarios (Her- 
mit Druid, Fool’s Tome, and the ever- 
present Necropotence). 

Aggressive players with combinational 
decks may want to add countermagic and 
anti-permission cards like Abeyance or 
City of Solitude to defend the combina- 
tion against permission decks. Two other 
options to consider are life-gain spells or 
anti-creature measures, such as Pyro- 
clasm and Propaganda, to hold out 
against speed decks until the combina- 
tion gets set up. 
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SMOOTH MANA 

I can’t repeat this too often: Decks live and 
die because of their mana mix. Players 
seem to have all sorts of good ideas but 
never enough room in their decks for the 
lands to support them. When considering 
the last few slots, look at secondary mana 
sources that can both produce mana and 
serve some other purpose. 

Cards that can accelerate mana devel- 
opment (Fellwar Stone, Mind Stone, and 
Mox Diamond) or provide a quick one- 
time burst of mana (Dark Ritual) can pro- 
vide extra speed in the early game and 
smooth out a deck’s mana ratio. Another 
useful way to smooth out a mana ratio is 


to use mana sources that can also function as 
“active cards” like Wasteland, Quicksand, 


and Llanowar Elves. These cards serve as 
both mana sources and spells. 

Keep in mind, however, that secondary 
mana sources can be difficult to work into 
mana calculations because theyre not 
always reliable—they cost mana to play 
or produce only colorless mana. These 
cards may not have enough impact on the 
game to count as “active” cards, so you'll 
need to do some fine-tuning during late- 
stage playtesting to determine how many 
secondary mana sources your deck needs. 


FINISHERS 

Certain Magic cards are powerful and can 
turn the tide of a game, but are limited 
due to high casting cost or situational 
necessities. These “finishers” include 
Overrun, Rathi Dragon, Force of Nature, 
Empyrial Armor, Kaervek’s Spite, and 
even the mundane Fireball. Such cards are 
useful only at certain times or in limited 
quantities and are therefore not part of a 
deck’s central theme. It’s not a good idea 
to make finishers the focus of a deck. 

It is more appropriate to devote one or 
two slots to finishing cards to give a deck 
the potential to deliver a massive game- 
winning blow or to get a lucky draw in the 
endgame. To illustrate the power of a sin- 
gle finishing card, imagine what happens 


when two similar mono-green or mono- 


red swarm players get relatively balanced 
draws—except that one player draws 
Overrun or Rathi Dragon. 


SURPRISES AND TWISTS 

T’ve already mentioned how a savvy player 
can use published deck lists to tweak a 
deck. But what if you’re using a stock deck 
from The Dojo? The biggest concern is 
the huge psychological disadvantage 
youre up against if your opponent knows 
every card in your deck. To rectify this 
problem, you should modify and improve 
at least ten percent of a stock deck before 
taking it to a tournament. 

You can use any of the modifications or 
additions I’ve listed to make your stock 
deck less transparent to 
opponents. Five cards are 
also enough to add a new 
secondary or tertiary theme. 
Adding Lobotomies and 
Stupors or Earthquakes and 
Fireballs to a stock permis- 
sion deck can provide a 
nasty surprise against an opponent using 
Necropotence, especially if he or she only 
expects to contend with countermagic 
and white creature elimination. 

Consider other additions to confuse or 
surprise your opponents: a few unex- 
pected combat instants like Giant 
Growth, finishers like Overrun, or coun- 
termagic in a non-blue deck. For exam- 
ple, if you save a creature with Giant 
Growth in your blue/white/green Trade- 
wind Rider-Armageddon deck in game 
one, your opponent may make incorrect 
assumptions and then make poor play 
choices or sideboard changes. Deception 
is critical in Magic, and the unexpected 
always has an advantage over the expected. 


DON’T GET CRUNCHED 

The most important aspect of deck con- 
struction might not be the specific cards 
you include in your deck. The key is the 
focused attention you give each decision 
during deck construction. Make each 
choice from an informed perspective and 
never put a card in your deck without a 
good reason, especially during the crunch 
of choosing those critical last five cards. ® 
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Michael 7 ordan. 

Generally, Exodus 
appearstobeavery 
aggressive set. There are 
anumber of offensive 
standouts, butfew _ 
defensive standouts at 
all. Some of the cards in 
the set can be classified 
as “bah-roken,” and 
many are revamped ver- 
sions of the power cards 
of yore such as Balance. 
Overall, the cards appear 
to be geared toward 
speed, power, and foiling 
the standard defensive 
strategies currently 
available. 

—ROBERI HAHN 
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today's standard environment of 
rainbow decks and multicolor 

_ madness. At w rst, it's a vanilla 

_ 1/1 for one mana. 


Red has several other decent 


_ offensive cards as well. Ogre 
Shaman is overcosted at 3 @@ for 


a3/3 creature, but a Stormbind 
that can attack and block can never 
be completely underestimated. 
Seismic Assault is an improved 
Land's Edge that can kill creatures 
as well and can’t be used against 
you, all ata cost not appreciably 
more than Land's Edge. Sonic Burst 
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heavy decks, Hs | 
viding red players a way to force 


through Ball Lightning or Viashino 


Sandstalker. 


At this time, I don't believe any of 


the cards in the set 
are obvious defen- 
sive standouts like 
the Stronghold 
Walls. However, 
Mirri, Cat Warrior 
is vastly under- 
costed and emi- 
nently playable. A 
2/3 creature for 


Mirri, Cat Warrior 


Impact players need not be 


MVPs-not every card is a Cursed 


Scroll, and not every expansion is 
Alliances. However, they do need 


to make an impact on the environ- 
mmm ment, either posi- 

tively by being 
included in decks, or 
negatively by forcing 
other players to build 
around them. Vol- 
rath’s Stronghold is 
an impact-player 
card—you should 
always take the 


sh fle R&D, ing 2 


player chooses fr 
_| permanents he or she controls an 

rtifact, a creature, an enchantment, 
and a land and sacrifices the rest. 


The Weatherlight dragged the Predator 
behind it, the 


useless or not, since Balance was 


almost always used as a combina- 


tion Wrath of God/Mind Twist/ 
Armageddon. Cataclysm will not 
accomplish that, but it will deci- 
mate the unprepared opponent. 


Reclaim is the best fixed ver- 
sion of Regrowth to date. Though 
you do lose a draw phase, Reclaim 
costs less than Regrowth and is an 


cradle hauling the caskei 


tract, Reclaim another one. Sud- 
denly, you're not playing with 
four Ball Lightnings, but eight. The 


possibilities are endless. 

_ Necrologia follows the Law of 
Necro: any card with the word 
“Necro” in it is playable. In the 
age of burn and fast damage, 
Necrologia may actually be bet- 
ter than Necropotence, since its 
drawback doesn’t linger. Only its 
high casting cost prevents 
Necrologia from being com- 
pletely bah-roken. 

There are a few other cards 
that could impact specialized 
decks or sideboards. These 
include Oath of Ghouls, Recur- 
ring Nightmare, Treasure Trove, 
Merfolk Looter, and the buyback 
spells Forbid and Flowstone 


mana a 

Wrath of God? I'll 

Shock you and, oh 

look, the Jackalope 

returns to my hand © 

(countering Shock 

doesn't stop this 

effect because the card text doesn't 


read “successfully play” any spell). 


In addition, Jackalope Herd 
naturally resists being controlled 
by anyone but its owner and 
combines well with Wrath of God. 
Playing Wrath of God will trigger 


the Jackalope’s ability, returning it _ 


because it already 
has all it needs to 
continue to domi- 
nate the environ- 
| ment. Black gains a 
‘little, but no good 
creature removal to 
put it over the top, 
while blue and white both get hurt 
somewhat. Although people will 
try to break Cataclysm and 


_ Necrologia, my prediction is that 


these cards will do exactly what 
they're supposed to: substitute 
for power cards without going 
beyond them. © 
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Ertai, Wizard Adept. While the Weatherlight crew 


forms a search party to scour the stronghold for 

~ their missing comrades, Ertai strikes a bargain with 
Lyna, the Soltari emissary. The Soltari will help open 
the Rathi portal so the Weatherlightcan escape, __ 
and he will in turn hold it open for them to follow. 


Oath of Lieges. The Kor, Vec, and Dal all realize 

~ that their only hope is to join together. Eladamri 

-- swears that he will lead’them first to safety and 
then to victory. The other leaders pledge loyalty to. 


Eladamri; and united, they break through the mogg - . 


~~ line ae escape to continue the fight another day, - 


Cataclysm. pee the Predator has finally 
: found the Weatherlight: rand sends a series of har- 
poons Crashing into the smaller ship's hull. Hanna 

_ turns this tactic against her antagonist by swerving 
into.a series of daring turns to smash the Predator 


: cu sity. Crovax, half mad because of voices in his 

“head, staggers up to the main deck, followed by a 
‘suspicious Mi 
‘Weatherlight. Mirri hurls herself at him and the pai 
oti to the setae below, grappling as they 


Erratic Portal, Ertai and the Soltari have success- 
fully opened the portal, which now stands active 
and awaiting the Weatherlight. On board the ship 
Hanna triggers the Skyshaper and Greven howls in 
fury as his prey streaks far ahead of him. 
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hen he attempts to sabotage the — 


Soltari Visionary. The seemingly amorphous 


~~ Soltari begin to gather i in preparation for their 


‘chance to escape their shadowy half-life on Rath, 


tell the Weatherlight’s crew of the deal she 
with Ertai. 


‘Convalescence. Tahngarth brings the wounded 


ri and the cursed Crovax to the Weatherlight for 
Orim to treat below decks. Tahngarth tells Hanna 


“that they must all rendezvous in Volrath’s gardens, 


_ Hatred. Furious, Greven orders the janie lines. 


severed to avoid further damage to the Predator: 
sends two ornithopte 

Tegains control of his ship, and then quickly sails 
after the Weatherlight Biever the crew from 


Maniacal Rage . Gerrard arrives at the gardens _ 


_ only to witness the merciless fight betwee Mine 


and Crovax. He sends the rest of his party 
the Weatheri it, but when he moves to intervene 
hi 
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_ Zealots en-Dal. Outside the tunnel entrance to the 
_ stronghold, the imposing armies of the Kor and Dal 


have belatedly arrived and prepare to join the raid 


begun by the Vec and the Skyshroud elves. 


Treasure Trove. Unaware of the pain and ee 


~ below decks, Karn returns to the Weatherlight bear- 


ing the Legacy artifacts he ‘successfully recover 


__ from the Sliver. sPUCEN 


Starke’s bpsidlcnpecith he briefs her on their: sake ion 


en route to the garden rendezvous. When the — 


_ Weatherlight arrives in the gardens, it is being har- 


ried by ofnithopters and cannot take them on | board. 


Slaughter. Gerrard must make a horrible choi 
intervene in the battle between injured cat warrior - 
and mad noble, risking the Legacy and the entire. 
crew’s lives; or make for his ship, leaving Mirri and 
Crovax to their shared fate. es he returns to, 
the Weatherlight, with in pursuit. 


se powerful figure gestures an the portal ie ¢ 
shut, crippling the Predator when the warship can- - 
~ not turn away in time. The Weatherlight escapes, 


Ertai is left behind, and the planeswalker Urza 
templates his eX move, aq 


Pandemonium. inside the stronghold, the eves and 
Vec are surrounded by an overwhelming army of 
ga and unable to Lo a strategic withdrawal. 


Onslaught. In a furious rage, Tahngarth eas onto 


the nearest tree and starts climbing 


he jumps onto one of the pursuing 

asts the pilot out. Tahngarth drops onto the 
Weatherlight while the pilotless ornithopter spins 
out of control and crashes into the gardens. 


~ the canyon. where the portal waits. Close behind, 
; Greven a up the ground itself to | block eir 
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7 “NUMBER _NAME TYPE ILLUSTRATOR RARITY NUMBER NAME TYPE ILLUSTRATOR RARITY 
ed 


79/143 Anarchist Summon Townsfolk Brom Common 
80/143 Cinder Crawler Summon Salamander Jim Nelson Common 
81/143 _ Dizzying Gaze Enchant Creature Thomas M. Baxa Common 
82/143 Fighting Chance Instant Mike Raabe Rare 
83/143 Flowstone Flood Sorcery Paolo Parente Uncommon 
84/143 Furnace Brood Summon Elementals Jeff Miracola Common 
85/143 Keeper of the Flame = Summon Wizard Terese Nielsen Uncommon 
86/143 Mage i-Vec Summon Wizard John Matson Common 
87/143 Maniacal Rage Enchant Creature Pete Venters Common 
88/143 Mogg Assassin Summon Goblin Dermot Power Uncommon 
89/143 Monstrous Hound Summon Hound Dermot Power Rare 
90/143 Oath of Mages Enchantment Keith Parkinson Rare 
91/143 Ogre Shaman Summon Ogre Paolo Parente Rare 
92/143 Onslaught Enchantment Paolo Parente Common 
93/143 Pandemonium Enchantment Pete Venters Rare 
94/143 Paroxysm Enchant Creature Scott Kirschner Uncommon 
95/143 Price of Progress Instant Richard Kane Ferguson Uncommon 
96/143 Raging Goblin Summon Goblin Brian Snoddy Common 
97/143 Ravenous Baboons Summon Apes Daren Bader Rare 


rs) 


Allay Instant Randy Gallegos Common 
Angelic Blessing Sorcery Mark Zug Common 
Cataclysm Sorcery Jim Nelson Rare 
Charging Paladin Summon Knight Ciruelo Common 
Convalescence Enchantment D. Alexander Gregory Rare 
Exalted Dragon Summon Dragon Matthew Wilson Rare 
High Ground Enchantment rk post Uncommon 
Keeper of the Light Summon Wizard D. Alexander Gregory © Uncommon 
Kor Chant Instant John Matson Common 
10/143 Limited Resources Enchantment Keith Parkinson Rare 
11/143 Oath of Lieges Enchantment Mark Zug Rare 
12/143 Paladin en-Vec Summon Knight Randy Elliott Rare 
13/143 Peace of Mind Enchantment Randy Elliott Uncommon 
14/143 Pegasus Stampede Sorcery Mark Zug Uncommon 
15/143 Penance Enchantment Terese Nielsen Uncommon 
16/143 Reaping the Rewards _ Instant Heather Hudson Common 
17/143 Reconnaissance Enchantment Val Mayerik Uncommon 
18/143 — Shackles Enchant Creature Heather Hudson Common 
19/143 Shield Mate Summon Soldier Randy Elliott Common 
20/143 Soltari Visionary Summon Cleric Adam Rex Common 98/143 Reckless Ogre Summon Ogre Paolo Parente Common 
21/143 Soul Warden Summon Cleric Randy Gallegos Common 99/143 Sabertooth Wyvern Summon Drake Keith Parkinson Uncommon 
22/143. Standing Troops Summon Soldiers Daren Bader Common ™@ 100/143 — Scalding Salamander Summon Salamander Terese Nielsen Uncommon 
23/143 Treasure Hunter Summon Townsfolk Adam Rex Uncommon @ 101/143 Seismic Assault Enchantment Dermot Power Rare 
24/143 Wall of Nets Summon Wall Terese Nielsen Rare @ 102/143 Shattering Pulse Instant Donato Giancola Common 
25/143 ~~ Welkin Hawk Summon Bird Rob Alexander Common @ 103/143 — Sonic Burst Instant Brian Snoddy Common 
26/143 Zealots en-Dal Summon Soldiers Brom Uncommon @ 104/143 — Spellshock Enchantment Thomas M. Baxa Uncommon 


Blue Green 


27/143 ~~ Ather Tide Sorcery Andrew Robinson Common @ 105/143 ~— Avenging Druid Summon Druid Daren Bader Common 
28/143 ~~ Cunning Enchant Creature Kev Walker Common @ 106/143 —Bequeathal Enchant Creature D. Alexander Gregory Common 
29/143 Curiosity Enchant Creature Val Mayerik Uncommon @ 107/143 Cartographer Summon Townsfolk Jeff Laubenstein Uncommon 
30/143 Dominating Licid Summon Licid Heather Hudson Rare @ 108/143 — Crashing Boars Summon Boars Ron Spencer Uncommon 
31/143 Ephemeron Summon Illusion Keith Parkinson Rare @ 109/143 _ Elven Palisade Enchantment Mark Zug Uncommon 
32/143 Equilibrium Enchantment Jeff Miracola Rare @ 110/143 _ Elvish Berserker Summon Elf Paolo Parente Common 
33/143 Ertai, Wizard Adept Summon Legend Terese Nielsen Rare @ 111/143 ~~ Jackalope Herd Summon Beasts Ron Spencer Common 
34/143 Fade Away Sorcery Jeff Miracola Common @ 112/143 Keeper of the Beasts | Summon Wizard rk post Uncommon 
35/143 Forbid Interrupt Scott Kirschner Uncommon @ 113/143 = Manabond Enchantment Stephen Daniele Rare 
36/143 Keeper of the Mind Summon Wizard Matthew Wilson Uncommon @ 114/143 Mirri, Cat Warrior Summon Legend Daren Bader Rare 
37/143 __ Killer Whale Summon Whale Stephen Daniele Uncommon ® 115/143 ~~ Oath of Druids Enchantment Daren Bader Rare 
38/143 Mana Breach Enchantment Rebecca Guay Uncommon ™@ 116/143 Plated Rootwalla Summon Lizard Randy Elliott Common 
39/143 Merfolk Looter Summon Merfolk Ron Spencer Common ™ 117/143 Predatory Hunger Enchant Creature Brom Common 
40/143 Mind Over Matter Enchantment Keith Parkinson Rare ™ 118/143 Pygmy Troll Summon Troll Daniel Gelon Common 
41/143 Mirozel Summon Illusion Jim Nelson Uncommon ™@ 119/143 Rabid Wolverines Summon Wolverines Daren Bader Common 
42/143 Oath of Scholars Enchantment Michael Sutfin Rare @ 120/143 ‘Reclaim Instant Andrew Robinson Common 
43/143 Robe of Mirrors Enchant Creature John Matson Common @ 121/143 _ Resuscitate Instant Rebecca Guay Uncommon 
44/143 Rootwater Mystic Summon Merfolk Michael Sutfin Common @ 122/143 —_ Rootwater Alligator Summon Alligator Stephen Daniele Common 
45/143 School of Piranha Summon Fish Daren Bader Common 123/143 Skyshroud Elite Summon Elves Paolo Parente Uncommon 
46/143 Scrivener Summon Townsfolk Heather Hudson Uncommon ™ 124/143 Skyshroud War Beast +Summon Beast Jim Nelson Rare 
47/143 Thalakos Drifters Summon Townsfolk Andrew Robinson Rare @ 125/143 — Song of Serenity Enchantment DiTerlizzi Uncommon 
48/143 Thalakos Scout Summon Soldier Daren Bader Common 126/143 Spike Hatcher Summon Spike Stephen Daniele Rare 
49/143 Theft of Dreams Sorcery Richard Kane Ferguson Common @ 127/143 — Spike Rogue Summon Spike Heather Hudson Uncommon 
50/143 ‘Treasure Trove Enchantment Michael Sutfin Uncommon @ 128/143 Spike Weaver Summon Spike Mike Raabe Rare 
51/143 Wayward Soul Summon Spirit DiTerlizzi Common @ 129/143 — Survival of the Fittest Enchantment Pete Venters Rare 
52/143 Whiptongue Frog Summon Frog Jeff Miracola Common @ 130/143 Wood Elves Summon Elves Rebecca Guay Common 


Black 


53/143 Carnophage Summon Zombie Pete Venters Common 
54/143 Cat Burglar Summon Minion DiTerlizzi Common 
55/143 Culling the Weak Mana Source Scott M. Fischer Common 
56/143 Cursed Flesh Enchant Creature Ron Spencer Common 
57/143 Dauthi Cutthroat Summon Minion Dermot Power Uncommon 
58/143 Dauthi Jackal Summon Hound Adam Rex Common 
59/143 Dauthi Warlord Summon Soldier Kev Walker Uncommon 
60/143 Death's Duet Sorcery Keith Parkinson Common 
61/143 Entropic Specter Summon Spirit Ron Spencer Rare 
62/143 Fugue Sorcery Randy Gallegos Uncommon 
63/143 Grollub Summon Beast Chippy Common 
64/143 Hatred Instant Brom Rare 
65/143 Keeper of the Dead Summon Wizard Brom Uncommon 
66/143 — Mind Maggots Summon Insects Ron Spencer Uncommon 
67/143 Nausea Sorcery Jeff Miracola Common 
68/143 Necrologia Instant Brom Uncommon 
69/143 Oath of Ghouls Enchantment Brom Rare 
70/143 ~~ Pit Spawn Summon Beast Thomas M. Baxa Rare 
71/143 Plaguebearer Summon Zombie Ron Spencer Rare 
72/143 Recurring Nightmare — Enchantment Jeff Laubenstein Rare 
73/143 Scare Tactics Instant DiTerlizzi Common 
74/143 Slaughter Instant Pete Venters Uncommon 
75/143 Spike Cannibal Summon Spike Joel Biske Uncommon 
76/143 Thrull Surgeon Summon Thrull rk post Common 
77/143 Vampire Hounds Summon Hounds Kev Walker Common 
78/143 Volrath’s Dungeon Enchantment Stephen Daniele Rare 


Artifacts 


® 131/143 Coat of Arms Artifact Scott M. Fischer Rare 
@ 132/143 _ Erratic Portal Artifact John Matson Rare 
® 133/143 Medicine Bag Artifact DiTerlizzi Uncommon 
@ 134/143 Memory Crystal Artifact Michael Sutfin Rare 
™ 135/143  MindlessAutomaton Artifact Creature Brian Snoddy Rare 
@ 136/143 — Null Brooch Artifact DiTerlizzi Rare 
§@ 137/143 — Skyshaper Artifact Donato Giancola Uncommon 
™@ 138/143 — Spellbook Artifact Ciruelo Uncommon 
i 139/143 Sphere of Resistance Artifact Doug Chaffee Rare 
@ 140/143‘ Thopter Squadron Artifact Creature Doug Chaffee Rare 
@ 141/143 — Transmogrifying Licid Artifact Creature Jim Nelson Uncommon 
W 142/143 Workhorse Artifact Creature DiTerlizzi Rare 


Land 
M® 143/143 \ City of Traitors Kev Walke 


PF ccccccccccccccccccccccccccccee sees eee eee eee sees esses esses esse sssesseeesseeesesseeeseseeeeee 


| 


Allay — 2 
143 
Instant 
1* 


Common 


Titus. Randy | ‘Gallegos 


_ Buyback 3 (You may pay.an 


“additional 3. when you play this 


spell. If you do, put it into your 


_ hand instead of your graveyard 
as part of the spell’s effect.) 
Destroy target enchantment. 


Angelic Blessing 


2/143 Common 


"Illus; Mark Zug 


Target creature gets +3/+3 and 
gains flying until end of turn. 
Only the warrior who can admit 
mortal weakness will be bol- 
stered by immortal strength. — 


Gataclysm 
3/143 

Sorcery. 

oe. 
Hus. Jim Nelson 
Each player chooses from the. 

_ permanents he or she controls an 
artifact, a creature, an enchant- 

~ ment, and a land and sacrifices 
‘the rest. 


Rare 


The Weatherlight dragged the 


Predator behind it, the cradle 
Ce the casket. 


Charging Paladin 

4/143 _ Common 
_ Summon Knight 

le 

oR 

Hilus. Ciruelo 

If Charging Paladin attacks, it 
gets +0/+3 until end of turn. 
“Hope Shall be the blade that 
severs our age 
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Convalescence 
5/143. 
Enchantment 
kd 
“illus. D. ‘Alexander Gregory 
‘During your upkeep, if you have 
10 or less life, gain.1 life. 
Selenia had hurt Mirri terribly, : 
__ but injuries of the flesh could 
be treated. The wounds she had 
torn in Crovax’s soul would 
never close. 


Rare 


Exalted Dragon 
6/143 
Summon Dragon. 
4e* 
515, a 
Illus, Matthew Wilson. 
Flying 
Each turn, Exalted Dragon cannot 
attack unless you sacrifice a 
land. 
If dragons excel at anything. more 
than vanity, itis greed. 


Rare 


HighGround 
7/143 Uncommon 
baal gs 

* 

Illus. rk post 


Each creature you control may. 
block one additional creature. 
(All defense must be legal.) 
In war, as in society, position 
is everything. 


Keeper of the Light 
8/143 Uncommon 
Summon Wizard 
¥* 

1/2 : 

Illus. D. Alexander Gregory 


%, ©: Gain 3 life. Play this ability) 


only if you have less life than a 
get opponent. 


Kor Chant 

9/143 Common, 
Instant. nee 
e+ : “ 


iilus. John Matson 
Redirect to target creature all 
‘damage dealt to any one creature - 
you control from any | one source. — 


‘The true treasure no thief can 
touch, 

Limited Resources — 
10/143 Rare 
‘Enchantment 

* a 


Illus. Keith Parkinson 
When Limited Resources comes _ 
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~_ Titus. Mark Zug 


into play, each ioe Phodses o 


five lands he or she controls and ~ 
sacrifices the feSt 23 

As long as there are ten or more 
lands in play, players cannot play 
lands. 

Gath of Mcgee 
11/143. 
Enchantment 
7* 

illus. Mark Zug 


Rare 


During each player’ § upkeep, if : 


that player controls fewer lands 
than target opponent, the player 
may search his or her library for 
a basic land card and put that 


land into play. The player shuffles b 


his or her library afterwards. 


Paladin en-Vec 
12/143 

Summon Knight 
Tee 

2/2 

Illus, Randy Elliott 


Rare 


First strike, protection from black, 


protection from red 


“Our belief shall be the lance that 


pierces Volrath’s heart.” 


Peace of Mind | 

13/143 ~ Uncommon. 
Enchantment. : 

1* 


Illus. Randy Elliott - 

+, Choose and discard a Card: 
Gain 3life. 

Three are the paths of the souk 
One out—roam across the plain, 
One back—dwell with tribe and 
tent, 

One in—turn an enemy's hate. 


Pegasus Stampede 
14/143 _ Uncommon 
Sorcery. : : 
l* 


Buyback—Sacrifice a land. (vou 


may sacrifice a land in addition to 
oe 


any other costs when you play 
this spell. If you do, put Pegasus 
Stampede into your hand instead 


“of your graveyard as part of the 
- spell’s effect.) 


Put a Pegasus token into play. 


“Treat this token as a 
-creature with flying. 


Penance 
ISAS 
Enchantment 
Oe: oa : 
‘lus. settee Nielsen a, 
Choose a card from your hand 


Uncommon 


and put that card on top of your 
Jibrary: Prevent all damage from 
a black or red source. (Treat fur- 
ther damage from that source 
normally.) 


Reaping the Rewards 


© 16/143 Common 
Instant 
i. 


Illus. Heather Hudson 


_Buyback—Sacrifice a land. (You. 
_ May sacrifice a land in addition to . 
_ any other costs when you play 


this spell. If you do, put Reaping 
the Rewards into your hand 
instead of your graveyard as part 


of the spell’s effect.) 

Gain 2 life. hi 
Reconnaissance 
17/143 Uncommon 
Enchantment 

* : 


Illus. Val Mayerik 

‘0; Remove target attacking crea- 
ture you control from combat and 
untap it. (That creature neither 
deals nor receives combat dam- 
age this turn.) 

War favors the informed. 


: : Shackles 


18/143 Common 


Enchant Creature 


Illus. Heather Hudson 
Enchanted creature does not 


Untap during its controller's untap _ 


phase. 

3: Return Shackles to owner’s 
hand. : 
Shackles of gold are still shackles. 


Shield Mate 
19/143 

Summon Soldier 
* 

1A 

Illus. Randy Elliott 
Sacrifice Shield Mate: Target 
creature gets +0/+4 until end of 
turn. 


Common 


“Soltari Visionary 


20/143 


; Common 
Summon Cleric is 


illus. ‘Adam Rex 

Shadow. (This creature can block 
or be blocked by only creatures 
with shadow.) 


HEATHER HUDSON 


If Soltari Visionary damages any 
player, destroy target enchant- 
ment that player controls. 


Soul Warden 

21/143 ~ Common 
Summon Cleric . 
* : 

1 


illus. Randy Gallegos 
_ Whenever any other creature 


comes into play, gain 1 life. 


Count carefully the souls and see 


that none are lost. —Vec teaching 


Standing Troops 
22/143 Common 
Summon Soldiers” 


os 
44 


Illus. Daren Bader 

Attacking does not cause Stand- 
ing Troops to tap. 

The Jess you have, the harder you 
fight for it. i 


Treasure Hunter 

23/143 ‘Uncommon 
Summon Townsfolk 

2% : 
2/2 ene 

Illus, Adam Rex By 
When Treasure Hunter comes into 
play, you may return target arti- 
fact card from your Graneyand to 
your hand. 

“What separates junk from trea- 
sure is imagination.” 

—Hanna, Weatherlight navigator 


TERESE NIELSEN 


Wall of Nets 
24/143 
Summon Wall 
cada 


Rare 


0/7 


Illus. Terese Nielsen 
(Walls cannot attack.) 


. At end of combat, remove from. 


the game all creatures blocked by 


Wall of Nets. 


if Wall of Nets leaves play, return 


“to play under their owners’ con- 
~ trol all creatures removed from 
They bear weightier burdens than — 
_the shields they carry. 


the game with Wall of Nets. 


Welkin Hawk 
25143 2 2 
Summon Bird 
1* 

WV 

Illus. Rob Alexander 
Flying. 

lf Welkin Hawk is put into any 


Common 


4 graveyard from play, you may 


search your library for a Welkin 


Hawk card, reveal that card to all 
players, and put it into your hand. 
Shuffle your library afterwards. 


Zealots en-Dal 


26/143 Uncommon 
Summon Soldiers 
ae : 
2/4 
Tius. Brom 


During your upkeep, if all nonland 


permanents you control are 
white, gain 1 life. 

“Great chains shall free our 
warriors.” —Oracle en-Vec 


Blue 


“Ether Tide 
27/143 

Sorcery 

c+ te 
tilus. Andrew Robinson 

Choose and discard X creature 
cards: Return X target creatures 
to their owner’s hand. 

The tide of magic brought them 
here. Now it would take them 
home. 


Common 


Gunning 


28/143 “Common 


. Enchant Creature 


1 
Illus. Kev Walker 
Enchanted creature gets +3/+3. 


If enchanted creature attacks or - 


blocks, sacrifice Cunning at end 


__ of turn. 


“.,.Dry-walkers die 
We feed on sweet flesh...” 


 —Rootwater Saga 


Curiosity 


29/143 Uncommon 


~ Enchant Creature 


£2 

Illus. Val Mayerik 

If enchanted creature damages 
an opponent, you may draw a. 
card. 

All Mirri wanted to do was rest, 
but she couldn’t ignore a nagging 
Suspicion as she followed 
Crovax’s skulking form. 


Dominating Licid 
30/143 Rare 
Summon Licid 

1¢e 

TAs 

Illus. Heather Hudson 

1 @ @, ©: Dominating Licid 


loses this ability and becomes a 


‘ANDREW:ROBINSON 


creature enchantment that reads 
“Gain control of enchanted crea- 
ture” instead of any other type of 
permanent. Move Dominating 
Licid onto target creature. You 
may pay € to end this effect. 


Ephemeron 

31/143 

Summon tilusion 
466 

4/4 

illus, Keith Parkinson 

Flying 

Choose and discard a card: 

Return Ephemeron to owner’ Ss 
hand, 


Rare 


From nothing came ae 
Equilibrium. f 
32/143 : Rare 
Enchantment 

lee 


illus. Jeff Miracola 

Whenever you successfully cast a 
creature spell, you may pay 1 to ~ 
return target creature to owner’s 
hand. 

In Rath, there are only so many 
souls to go around. 


Ertai, Wizard Adept 
33/143 Rare 
Summon Legend 
26 

WA 

illus. Terese Nielsen 

Ertai, Wizard Adept counts as a 
Wizard. 

266, S: Counter target spell 
Play this ability as an interrupt. 
“Was thatit?” 

—friai, wizard adept 


Fade Away 
34/143 

Sorcery 

2¢ 

illus. Jeff Miracola 
For each creature, that creature’s 
controller pays 1 or sacrifices a 
permanent. 

“Consider the fable of the greedy 
herder. As her flock grew, so did 
her weariness; she slept, and the 
sheep wandered off.” 

—Karn, silver golem 


Common 


& 
e 
3 
z 
& 
5 
a 


Forbid 
35/143 
Interrupt 
lee 
illus. Scott Kirschner 
Buyback—Choose and discard 
two cards: (You may choose and ~~ 
discard two cards in addition to 

any other costs when you play this 
spell. If you do, put Forbid into 

your hand instead of your grave- _ 
yard as part of the spell’s effect.) 
Counter target spell. 


Uncommon 


Keeperof the Mind | 
36/143 Uncommon 
Summon Wizard 

+ 

1/2 % 

illus: Matthew Wilson 

¢, @: Draw a card. Play this abil- 
ity only if target opponent has at 
least two more cards in hand 

than you. 


43/143 


Killer Whale 

37/143 Uncommon 
Summon Whale 

Bee 


2315 


Illus. Stephen Daniele 

¢: Killer Whale gains flying until 
end of turn, 

Hunger is like the sea: deep, 
endless, and unforgiving, 


Mana Breach 
38/143 Uncommon 
Enchantment 


34 


Illus. Rebecca Guay 

Whenever any player plays a 
spell, that player returns a land 
he or she controls to owner’s 


hand. 


The wizard had it all—until she 
tried to use it 


Merfolk Looter _ 
39/143 Common 
Summon Merfolk _ 

até : 

Wh 

illus. Ron Spencer 

©: Draw a card, then choose and 
discard a card. : 
In the depths of Rootwater, sal- 
vage and sewage differ Lae in 
texture. 


Mind Over Matter | 
40/143 "Rare 
_ Enchantment : 

2666s 


Illus. Keith Parkinson _ 

Choose and discard a card: Tap or 
untap target artifact, creature, or 
land. 

Lyna turned to the figure beside 


her. “They're gone. What now?” — 


“As ever,” said er “we wait,” 


Mirozel 
41/143 
Summon tilusion 


Uncommon 


illus. Jim Nelson 

Flying 

if Mirozel is the. farget ‘of any 
spell or ability, return Mirozel. fp 
owner’s hand. 


q 
8 
6 
4 
= 
iss 
& 


Rootwater Mystic 
44/143 Common 
Summon Merfolk 

eS 

A 

illus. Michael Sutfin 

4 @: Look at the top card of tar- 
get player’s library. 

“Read the roots tell the tale ~ 
Future forms in waving weeds 
Higher than truth. ‘is hope.” % 
—Rootwater Saga 


School of Piranha 
45/143 Common 
Summon Fish 


oe 


“ Scrive ner 


46 ee 4 
2/2 a Sa 


3/3 

Illus. Daren Bader 
During your upkeep, pay 1 @ or 
sacrifice School of Piranha. 
Some. schools aren't worth 
getting into. 


46/143 Uncommon. 
‘Summon Townsfolk 


Illus. Heather Hudson 4 
When Scrivener comes into play, 
you may return target instant or 
interrupt card from your grave- 


yard to your hand, - 


“History is a potent weapon.” — 
—Karn, silver golem 


Thalakos Drifters 
47/143 = Rare 
Summon Townsfolk 

266 


8/8 : i 


~~ Illus. Andrew Robinson _ 


Choose and discard a card: Tha- $ 
lakos Drifters gains shadow until 
end of turn. (This creature can 


block or be blocked by only crea- 
tures with shadow.) 4 


They drift in and out of shadow 


and ever on toward madness. 


-‘Thalakos Scout 
-AB/N43 


~ Common 
Summon palgler; 

on 

21 


_ Iilus, Daren Bader 


‘Shadow (This creature can block © & 
or be blocked by only creatures 


_ with shadow.) 


Choose and discard a card: 


~ Return Thalakos Scout to owner’s 


The mirozels are the only ey ae 


Rath’s opaque skies. 

Oath of Scholars 
42/143 Rare 
Enchantment 

3@ 


Illus. Michael Sutfin 

During each player’s upkeep, if 
that player has fewer cards in 
hand than target opponent, the 
player may discard his or her 


-hand-and draw three-cards. 


Rohe of Mirrors 

1 Common. 
Enchant Creature 

* : 

Illus. John Matson 

Enchanted creature cannot be the 
target of spells or abilities. 

“Does this make me look fat?” 


Pe 
: 
Ne 
Theft of Dreams — 
494g Common 
- Sorcery ; 
26 


hand. 


Ilus. Richard Kane Ferguson ae 
For each tapped creature target 
opponent controls, draw a card. 
“Volrath stole everything there 


was of me.” —Takara 
Treasure Trove 
50/143 Uncommon 
Enchantment 

266) 


‘lus. Michael Sutfin 


: Draw a card. — 
“Karn and Hanna stood over the 


AB 


Cat Burglar i 


recovered Legacy artifacts like 
loving parents over sleeping 
children. _ 


‘ard Soul 


Wa 
51/143 Common 
Summon Spirit 
266 
3/2 
Illus. DiTertizzi 
Flying 
“@: Put Wayward Soul on top of 
owner’s library. 
“no. home noheart no. hope ie 
—Stronghold graffito 
Whiptongue Frog 
52/143 Common 

. Summon Frog 


illus. Jeff Miracola 


Whiptongue Frog gains flying : 


ntil end of turn. 


Their favorite food? Wind dancers. 


Black 


Carnophage 
53/143. - Common 
Summon Zombie 


ee 


2/2 

Illus. Pete Venters 

During your upkeep, pay 1 life or 
tap Carnophage. 

Eating is all it knows. 


54/143 

Summon Minion — 
af 

2/2 

Illus. DiTerlizzi 


Common 


“2, ©: Target player chooses 


and discards a card. Play this 


ability as a sorcery. 


The il-Kor no longer roam the 
open plains, but they are ou. 
hunters. 


Culling the Weak 
55/143 Common 
Mana Source 


= 


Illus. Scott M. Fischer 

Sacrifice a creature: Add 
© to your mana pool. 
“The blood of the weak shall be 
the ink with which we scribe _ 
great Yawgmoth’s glorious 
name.” i 
—Stronghold architect, journal 


- Gursed Flesh 


56/143 

Enchant Creature 
2 3 a 
illus. Ron Spencer 


Common 


Enchanted creature gets -1/-1» . 


and cannot be blocked except 


by artifact creatures and black 


creatures. 
A farewell to arms...and feet... 
and ee 


Datthi Cutthroat 
57/143 


Uncommon _ 
Summon Minion : 


or be blocked by only 


» 99/143 
Summon Soldier 


yf 


ae 


TA ae 
Illus. Dermot Power 


Shadow (This creature can block — 


or be blocked by only creatures 
with shadow.) 
1 ®, ©: Destroy target creature 


: with shadow. o 
“In their twisted logic, to. empty 


the shadow world is to escape it 


Dauthi Jackal 
58/143. ~~ Common 
Summon Hound 
2 


‘Illus. Adam Rex 


Shadow (This creature can block 
i tures: 
with shadow.) 


-, ®®, Sacrifice Dauthi Jackal: 


Destroy target blocking creature. - 


“All Dauthi are jackals, — 
~ of breed.” 
—tLyna, Soltari emissary 


Dauthi Warlord 
Uncommon 


4 


Illus. Kev Walker 
Shadow (This creature can block 
or be blocked hy only creatures 
with shadow.) ~ 


Dauthi Warlord has power equal — 


to the number of creatures with 
shadow in play: 


Death's Duet 


60/143, Common 


_ Sorcery 


22 A 

lus. Keith Parkinson 

Return two target creature cards 
from your sraveyard to your 


hand. 


Life has always been a dance. It 
is only fitting that death =~ the 


tune. 


Entropic Specter 
61/143 / 
Summon Spirit 

Rare 

3Oe 


ap 


Illus. Ron Spencer 
Flying ; 
Entropic Specter has power and 


_ toughness each equal to the 


number of cards in target oppo- 


~ / nent’s hand. i 
_ If Entropic ‘Specter damages any 
- player, that player chooses and 


discards a card. 


Fugue 


62/143 Uncommon 
Sorcery 
322 


Illus, Randy’ (Gallenos 

Target player chooses and dis- 
cards three cards. : 
“My ship...,” Sisay mumbled. 


“Intact,” Gerrard reassured her, 

_ “which is more than | can say for 
you, my friend.” Sisay laughed 
despite the pain. — 


THE DUELIST 


' Mind Mag: 


RANDY GALLEGOS. 


‘Grollub 
63/143 


Common 
Summon Beast ; 
22 


“3/3 


illus. Chippy 

For each 1 damage dealt to Grol- 
lub, each opponent gains 1 life. 
Mogglings caught in a misdeed 


- often blame the grollub. Even 


though the creature is usually 
innocent, no taskmaster can 
resist an excuse to beat it 


Hatred 
64/143 
Instant. 
3ee 
Illus. Brom 
Pay X life: Target creature gets 
+X/+0 until end of turn. 


Rare 


_ "[ will flay the skin from your 


flesh and the flesh from your 
bones and scrape your bones dry. 
And still you will not have suf- 
fered enough.” 

—Greven il-Vec, to Gerrard 


- Keeper of the Dead 


65/143. i 

Summon Wizard 

Uncommon 

oP 

W2 

Illus. Brom 

, ©: Destroy target pontiegk 
creature. Play this ability only if 
that creature’s controller has at 
least two fewer creature cards in 
his or her graveyard than you 


_ have in yours... 


gots 

66/143. ~ Uncommon 
Summon insects 

3 ae 

2/2 

__ Illus. Ron Spencer 

“When Mind Maggots comes into 
play, choose and discard any 


-- number of creature cards. For 


each card discarded this way, put — 
two +1/+1 counters on Mind 
Maggots. 


- Nausea 


67/143 “Common 


illus, Jeff Mitéeata 

All creatures get -1/-1 until end 
of turn. 

Any mogg will tell you there’s 
nothing more nauseating than the 
smell of cute. 


AUGUST 1998 55 


Necrologia - 
68/143 

Instant 

32 

illus. Brom. 
Play Necrologia only during your ~ 
discard phase. 

Pay X life: Draw X cards. 2 
“My enemies’ death yields three- 
fold benefit: removal, reuse, and 
research.” —Volrath 


Uncommon 


Common. 


Oath of Ghouls” ‘ 


BETEVENTERS 


69/143 ~ Rare 

Enchantment 

1S pet a ‘ ‘ 

illus. Brom Slaughter ee Cinder Grawler 
7ANN43 Uncommon 80/143 ‘Commoi 


During each player’s upkeep, if 
there are more creature cards in 
that player’s graveyard than in. 
target opponent’s graveyard, the 
player may return a creature card 
from his or her graveyard to his 

or her hand. : 


Instant 
292 
tilus. Pete Venters : 
Buyback—Pay 4 life. (You may — 
“pay 4 life in addition to any ihe 
~ costs when you play this spell. If 
you do, put it into your hand 
= _ instead of your graveyard as. part 
.. of the spell’s effect.) — le 
_ Destroy target! nonblack creature. — 
| That creature cannot | be regener- 
ated this turn. 


Summon Salamander 

1e 

1/2 

Illus. Jim Nelson 

2 Cinder Crawler gets +1/40- 
until end of turn. ‘Play this ‘ability 


: Spike Gannibal. 
75/143 Uncommon Enchant Creature 
Summon Spike ee ry : 
28) . -— tilus, Thomas M. Baxa 

2 0/0: a _ Play Dizzying Gaze ‘only ona 


“illus. Joe! Biske 
Spike Cannibal comes into play 
with one +1/+1 counter onit. 


creature youcontrol. = 
_ @: Enchanted creature deals 1 


Pit Spawn damage to target creature with 


70143 When Spike Cannibal comes into flying. 
a Sunimon Beast play, move all +1/+1 coun “When ‘hut dow my angel | I ony 
4220 from all creatures onto Spike started my fall.” —Crovax 
64 : Cannibal. . 
: On oy tin Chance 
2 He es he opps . 82/143 ‘4 Rare 
“During your upkeep, pay @@ 0 ue Corn Po 
Che cesls Sue any oF. illus. Mike Raabe 
creature, remove that creature Lhe : For each blocking creature, flip a 
- from the game illus. rk post coin. ff you win the flip, that crea- 
; _ 1. ®, Sacrifice Thrull Surgeon: ture deals no combat damage. 
 Plag Look at target player’s hand and this turn. 
ars =a es Rare choose one of those cards. That A stroke of luck can smite an 
Summon Zombie player discards that card. Play” army, 2 
12 this ability as a sorcery. he 


“Just take a little off the top.” 


Wi 
illus. Ron ane 
& X ®: Destroy target nonblack 
creature with total casting cost 
equal to x: 
_Its respiration is your expiration. 


Vampire Hounds - 
T1143 Common 
Summon Hounds 


Illus. Kev Walker. 

Choose and discard a gteature. 

card: Vampire Hounds | gets ae 
until end of turn. 

The hounds’ barks area honity: Q 

ing chorus of screams, moans, 

and whispers. 


PAOLO PARENTE = 


Volrath's Dungeon Flowstone Flood 


78/143 Rare 83/143, ~ Uncommon 
Enchantment — i Sorcery Hae ( 
222 32) hoe 


this, Stenhon Daniele 
Any player may pay 5 life during - 
his or her turn to destroy Volrath’s 


Iilus. Paolo Parente 4 
Saat % ie, Discard a 


oe ee Dungeon. 

Enchantment Choose and discard a card: Te 
rl wees ; player chooses a card in his or 
Illus. Jeff Laubenstein z ~ her hand and puts that card on 


top of his or her library. Play this 


Sacrifice a creature, Return: ability as a sorcery. 


Recurring Nightmare to owner's 
hand: Put target creature card 
from your graveyard into play.” 
Play this ability as a sorcery. 
“1am confined by sleep and 
defined by nightmare.” —Crovax 


Scare Tactics | 

73/143 ~ Common. illus. jeff Miracola 

Instant... a _ @: Target creature cannot be 
e. regenerated this turn, 


Furnace air crackles with mag- 


Illus, DiTerlizzi : ae 
: atic cackles. : 


All creatures you control get 
+1/+0 until end of turn... 

“Fear rules those weak enough to 
accept it.” —Greven il-Vec 


Keeper of the Flame 
85/143 d Uncommon 
* Summon Wizard : 


“STEPHEN DANIELE 
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Onslaught 


22 : if Reckless Ogre attacks and no 
LETS i 92/143 Common other creatures do, it gets +3/+0 
Illus, Terese Nielsen } Enchantment until end of turn. : 

2c: Keeper of the Flame deals 2 There is no such thing as.a regi- 


Ilus. Paolo Parente 

" Whenever you successfully cast a. 
creature spell, tap target crea- 
ture, is 

The last thing to go through the 
mogg’s mind was its teeth. 


2 damage to target opponent. ent of ogres. 


Play this ability only: if that oppo- 
nent has more life than you. 


Pandemonium — 
93/143 
Enchantment 

32 i 

‘illus. Pete Venters. 
Whenever any creature comes 
into play, that creature’s con- 
troller may choose to have it deal - 
damage equal to its power to tar- 
get creature or player. 


Rare. 


Sabertooth Wyvern 


_If we cannot live proudly, we die 
< et of Leaves 99/143 Uncommon 
| Mage ib vec. : : Me ‘Summon Drake ~ 
86/143 ~ Common. Paroxysm | = 42 : : 
Summon Wizard 94/143 ‘Uncommon Se. i 
] 2 Enchant Creature e ilus. Keith Parkinson 
2 ae ; Flying, fi first strike 
illus. John Matson lus. Scott Kirschner "Most creatures grow out of their 
_ @, Discard a card at random: ~ During the upkeep of enchanted baby teeth, ‘but sabertooth 
Mage i/-Vec deals 1 os _»-creature’s controller, reveal the ene gow into theirs. . ke 
~ target creature or player. _ top card of that player's library to oe 
- Living below a flowstone four dry _all players. If that card is a land Sie Salamander 
produces a disproportionate num- card, destroy enchanted creature. 100/143 Uncommon ~ 
- ber of fire mages among the il. Otherwise, enchanted creature Summon Salamander 
: gets +3/+3 until end of turn. 28 . 
-Maniacal Rage "(Return the card to the top of the 2s 
"87/143 ‘Common. _ player's library, face down. oe “Illus. Terese | Nielsen 
Enchant Creature 0: Scalding Salamander deals 1 
12. i Price of Progress damage to each creature without 
I 95/143 Uncommon flying defending player controls. 
Enchanted creature gets 122 Anstant- a 2 Play this ability only if Scalding 
and cannot block. : te : : _ Salamander is attacking “ ‘only 
_ Only by sacrificing any sem- Illus. Richard Kane Ferguson. - : “once each turn. 
blance of defense could Gerrard __ Price of Progress deals 2 damage 
best Greven. ‘to each player for each gael - Seismic. ‘Assent 
land he or she controls. 101/143 Rare 
~ Mogg Assassin ‘Man versus nature is not ae aes 
88/143 Uncommon - fight. : eee 
Summon Goblin i ~ Mus. Dermot Power — 
2e Raging Goblin Choose and discard a land card: 
2/1 96/143. =~ ~—« Common " Seismic Assault deals 2 damage - 
~ filus, Dermot Power Summon Goblin ‘to target creature or player. 
©: Flip a coin. If you win the flip, 8 = a The flowstone seemed for a 
destroy target creature anoppo- 1/1 moment to assume Greven’s 
nent controls. Otherwise, destroy __llus. Brian snaddy rage—it lunged like a wild beast — 
_target creature of that openers Raging Goblin is unaffected by - 2 the Weatherlight. 
choice. summoning sickness. es 2 
Volrath has bred them to fear “Shattering Pulse 
Monstrous Hound only him. Are they charging into —-*'102/1438, «= Common 
89/143 Rare battle, or merely fleeing his — Instant 
Summon Hound 12 


wrath? 
oe ees Illus. Donato Giancola 

_ Buyback 3 (You may pay an 
additional 3. when you play this 
_ spell. If you do, put it into your 
~ hand instead of your graveyard 
as part of the Spell’s effect.) 
Destroy target artifact. 


3e 


Monstrous Hound cannot attack 
_ unless you control more lands 
than defending player. 
‘Monstrous Hound cannot block © 
unless you control more lands 
than attacking player. 
“Stay.” 


Sonic Burst 
103/143 
Instant 
le 


Common : 


Oath of Mages ; x ‘ 

90/143 Rare 2 Illus. Brian Snoddy 
Enchantment : @ Discard a card at random: Sonic. 
12 2 Burst deals 4 damage to target 


ne eee creature or player. 
Ravenous Bahoons _ Music scythes the savage beast. 
97/143 Rares 7 : : 
Summon Apes % 


illus. Keith Parkinson 

During each player’s upkeep, if 
that player has less life than tar- 
get opponent, he or she may have 
Oath of Mages deal 1 damage to 
that opponent. ; 


Ilus. Daren Bader i 


“When Ravenous Baboons comes ___ lus. Thomas M. Baxa 


Ogre Shaman : 
Whenever any player successfully 


91/143. Rare into play, destroy yaraet nonbasic 

Summon Ogre land. casts a spell, Spellshock deals 2 - 
32e Build som thing and the baboons agetohimorher. = 
Ric eee A snap of finge af, a snap of tot. 


Illus, Paolo Parente : 
2, Discard a card at random: 


Ogre Shaman deals 2 damage to 

target creature or player. hscadaes Ogre : 

Ogré shamans must be bright 98/143 Common 

enough to learn their invocations Su mon Ogre : Avenging Druid — 

and dim ated i use them. ei = 405/143 é Common 
Bie. i Summon Druid 
Illus. Paolo Parente 28 = 


na i : ene Lie ey aoe ae ae 


18 
lllus, Daren Bader 

fAvenging Druid damages any 
opponent, you may reveal cards 
from your library until you reveal 
aland card. Put that land into 
play and put all other revealed 
cards into a shade 


Bequeathal : 

106/143 Common 
Enchant Creature: 

® each : 

illus. D, Alexander Gregory 
fenchanted creature is put into 
any graveyard, draw two cards. 
“On my death, | give you this 
treasure: the knowledge that life 
is hard, yet too soon past.” 

—Dal funeral rite 2 


= a 
5 
g 
a 
z 
2 


Cartographer 

407143 =~=—s« Uncommon 
Summon Townsfolk 
28 

22 

tllus. Jeff Laubenstein : 
When Cartographer comes into 
play, you may return target land 
card from your graveyard to your 
hand. } 
How do you map a world when 

the jand moves beneath your 

feet? ‘ 


© RON SPENCER 


Crashing Boars 
108/143 — Uncommon: 
Summon Boars . 
388 

4/4 2 

illus. Ron Spencer 

if Crashing. Boars attacks, 
defending player chooses: an 
untapped creature he or she con- 
trols. That creature blocks Crash- 
ing Boars this turn if able. 

Bores ruin a party. Boars are 
party to ruin. 


Elven Palisade i 
109/143 Uncommon 
Enchantment oe 
a 
lllus. Mark Zug : 
Sacrifice a forest: Target attack- 
ing creature gets -3/-0 until end 
of turn. 

“Volrath is not the only one ne 
can shape this world to serve 
him.”—Eladamri, Lord of Leaves 


__ | Elvish Berserker 
| 110143 Common 

Summon Elf j 
2 
1H 
tilus. Paolo Parente as = 
For each creature that blocks it,. 
Elvish Berserker gets +1/+1 onl 
end of turn, 

» | Their fury scatters enemies ike a 
ly. | pile of dry leaves. . 


Jackalope Herd 

A. 411/143 “Common — 
| Summon Beasts — : 
38 <i 
ie 


| iius.Ron Spencer 
ffyou play any spell, return Jack- 
alope Herd to owner’s hand. 
There’s little more demeaning 
than getting your butt kicked by a 
bunch of bunnies. 


plates... 


~ Enchant (reat 


: Keeper of the Beasts 


112/143. =“ Uncommon 
Summon Wizard : 
22 
1/2 
Illus. rk post : 
®, ©: Put a Beast token into 

_ play. Treat this token as a 2/2 
green creature, Play this ability 


__ only if target opponent controls 


more creatures than you. 
-Managhond 
113/143 Rare 


__ Enchantment ~ 


_ Illus, Stephen Daniele 
~ During your discard phase, you 

: ‘may choose to put all land cards - 
“ from your hand into play. If you 
do, aiscard the rest of your hand. 


Mirri, Gat Warrior % 
114/143 a Rare : 
“Summon Legend Boe 
ie zr 

Ilus. Daren Bader 

Mirri, Cat Warrior counts as a Cab: 
Warrior. 


‘ing player controls any forests, 
this creature is unblockable. ) 
Attacking does not cause Mirri to 
tap. 


Oath of Druids fa 
115/143 Rare 
Enchantment - 
1@ 

‘Illus. Daren Bader. — : : 
Pook each player's upkeep, if 

_ that player controls fewer crea- 
tures than target ‘opponent, the 
player may reveal cards from his 


~~ or her library until he or she 


reveals a creature card. The 


player puts that creature into play 
and all other revealed cards into 


his or her graveyard. 


- Plated Rootwalla 


116/143, Common 
Summon Lizard Me 
ae. 

3/3 a 
illus. Randy Elliott S. 
2 #®: Plated Rootwalla gets : 
+3/+3 until end of turn. Play this 
ability only once each Beit 


his HOUSE. out of rootwalla 


= Skyshroud children’s story 


"Predatory Hunger = 
117/143 8 ‘Common ? 


“illus. oe 
_ Whenever: any opponent s sucoess- 


First strike; forestwalk (If defend- 


©) RANDY ELLIOTT. 


“And the third little boar built 


fully casts a creature spell, put a a Spike Hatcher ie S ; Erratic Portal | 
+1/+1 counter on enchanted ee) 26/143. Were Bea 


creature. Summon Spike : iy ‘Artifact re oe . leained she wrote in a book, and : 


Hunger growls, never purrs. ae e : ‘ 
: ae a illus, denn Matson oe 
Pygmy Troll _Iilus. Stephen Daniele _, ©: Retum target creature to” 
118/143, Common Spike Hatcher comes into play, 
Summon Troll. ae " with six +1/+1 counters on it. 
72). : “@, Remove a +1/+1 counter from 
1M Spike Hatcher: Puta +1/41 
illus. Daniel Gelon _ counter on target creature. 


~ For each creature that blocks iG: “1, Remove a +1/+1 counter from 
-_ Pygmy Troll gets +t until end ~~ Spike Hatcher: acca oe 


of turn. : Hatcher. 
®: Regenerate Pygmy Troll : 
“Who you callin’ ‘shorty’??? Spike Rogue 
: : 127/143 Uncommon 
-Rahid Wolverines Summon Spike 
419/143 Common 2° 
SummonWolverines = 0 
3a2 ae “illus. Heather Hudson 
“4/4 '. Spike Rogue comes i 


Illus. Daren Bader ‘two +1/+1 counters o 

For each creature that blocks it, 2, Remove a +1/+1 counter from 

Rabid Wolverines gets +1/+1 Spike Rogue: Put a +1/+1 : ; 

until end of turn. ; counter on target creature. : le ‘ounters & 

Js there any other kind? == SS, Remove a +1/+1 counter from : : ae 
4 ee any creature you control: Puta 
~ Reclaim _. ..-+1/+1 counter on Spike Rogue. Medicine ‘Bag. : 
120/143 Common Lou ! H token into play. Treat this tokel 

Instant o Spike Weaver —s—si“ ss Artifact : asa 1/ artifact creature: 


‘ BO ai VABINSS) : 

~ Illus. Andrew Robinson ; _ Summon Spike 
Put target cardfrom your gravee 2 fa 

yard on top of your library. 0/0 : 
" The wise pay as much attention ~~ \ilus, Mike Raabe. i 
to what they throw away as to _ Spike Weaver comes into play 


_Whalthey keep. with three +1/+1 counters on it 
2, Remove a +1/+1 counter from 
-Resuscitate : ‘Spike Weaver: Put a +141 
121/143 _ Uncommon. counter on target creature. 
Instant : 1, Remove a +1/+1 counter from 


i@ he & : Spike Weaver: Creatures deal no. 
tilus. Rebecca Guay “combat damage this turn. 

Until end of turn, each creature 
you control gains “p: apnea Survival of the Fittest 


this creature.” 129/143. sé - Illus. Michael Sutfi 
“Itis the art of convincing Enchantment All buyback costs al 
_someonetolive.” = = a ate peo 8 
—Orim, Samite healer . Illus, Pete Venters 


Choose and discard a creature a 


Rootwater Alligator __card: Search your library fora 
_ 122/143 Common .._ creature card, reveal that card to 
4 © Simimnon Alligator all players, and put it into your 
se a “hand. Shuffle your ons after- 
Rar : “wards, 

illus. Stephen Daniele eo 2 

‘Sacrifice a forest: Regenerate Wood Elves © 3 - 
- Rootwater Alligator. % 130/143 Common 
Subduing and skinning an alliga- Summon Elves 

tor is the first rite of maturity on 


_ adolescent merfolk must pass. WV 


: : Illus. Rebecca Guay a 
- Skyshroud ‘Elite When Wood Elves comes into 
123/143... =~————s« Uncommon. __ play, search your library for a for- Re ; 
Summon Elves. ; est card and put that forest into” om Mit yn: Draw a pool ss 
eee ; “ “play. Shuffle your library after- ( : gees 
1/1 wards. 


Illus. Paolo Parente Secure in the embrace of wood, 

Skyshroud Elite gets +1/+2.as they want no part of Eladamri': 5S : he 
long as any opponent controls = War eas Amifact =: | " 
any nonbasic lands. _ : ‘ 4 : oa 


“Civilization is a conspiracy to : og. 
: Artifacts: : 


disguise the mutilation of nature. 


—Skyshroud elite creed e 
: - Coat of Arms. A 

ne es Wor Beast 1SWAS Rare 
424/143 Rare Artifact. oo 
~ Summon Beast _ vee Je = 

Ee oe lus. Scott. Fischer oes : 

ol feet ice -Each creature gets 41/+1 for. § Skyshaper — 

Tus. Jim Nelson ; ach other creature in play ofthe 137/143 
_ Trample eae me creature type. (For exam- i 


Skyshroud War Beast has power _ple, if there are three Goblins in 
and toughness each equal tothe __ play, each of ‘them gets +2/+2,, ) 
number: of nonbasic: tands target ~~ “Hup, two, three, four, 


—Mogg march 
Song of Serenity : 
125/143...“ Uncommon 
Enchantment ; 
1@ 
illus. DiTerlizzi-- 
Creatures with any enchantments 
-on them cannot attack or block. 
Heartwood brings peace in great 
~ symphonies where dryads con- 
~ duet the trees through every note. 


ST 


_ Dunno how to count no more”. : sity of Traitors _ ee 


; 
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The Son of Zeus Stars in 
a Legendary TCG 


Y U LGIN( G NY X Greek gods, hydras, heroes, 
4 giants, and more—welcome to nee world of the Hercules: The Leg- 
® endary Journeys TCG. Hercules joins Xena: Warrior Princess and 
B_/ C23 as the latest member of the ARC System trading card game 
family. ¢ For those few of you who are unfamiliar with the popular syndicated 


5 
‘ 


TV series, Hercules: The Legendary Journeys follows the adventures of the mortal 
son of Zeus as he and his comrades fight to rid the world of evil—especially the 
nefarious deeds and minions of Hercules’s stepmother, the goddess Hera. In the 
world of Hercules the gods and their creatures are constantly interfering in mor- 


tal affairs. A blend of drama, comedy, and adventure has earned the show a 
legion of fans, and the Hercules TCG is packed with the same sense of fun and 
heroics as the T’'V series. 

The ARC System is Wizards of the Coast’s latest trading card game sys- 
tem. Based on the Magic: The Gathering TCG, this system is easy to learn for 
both seasoned players and newcomers. The ARC System fosters quick game 
play and “cross-pollination’—you can play any ARC System game against any 
other ARC System game, regardless of setting. So while Hercules and Iolaus 

can mix it up with Xena and Gabrielle, both can slice their way through a hoard 
of C*23’s Angelans. 


POWERS ; 
to know what’s special about Hercules (besides the strapping build and blue eyes). 


Although all ARC System games are compatible, each game has individual themes. 
Hercules: The Legendary Journeys features some particularly interesting powers and 


So, you've played Xena or C*23 and want 


characters. 


f AU RK Do you like sneaking through enemy lines and catching your foe by sur- 
prise? If so, this is the ability for you. A number of cards in Hercules have a power that has 
been informally dubbed “murk.” (This is just a nickname—don't look for the word “murk” 
anywhere on the cards.) Characters with this ability do additional damage if they go 
unblocked. The amount of extra damage varies from two to four, depending on the 
character. A deck made up of murk characters (Hunting Party, Warrior Tribe, and 
Argonaut) and actions that tap your opponent’s characters (Send ’Em Flying and 
Festival) can be an extremely effective way to shrink your opponent’s deck. 


AJ - It isn’t just for battle anymore. Unlike prea: ARC 
Cer games, “Bping a character doesn’t necessarily mean youre picking a 
fight. A number of Hercules characters tap to perform special card-specific 
actions. Take the lovely and inspirational Atalanta, for example. Atalanta 
can, as an action, tap to give a +3 power bonus to any of your characters 
for the rest of the turn. Falafel, the friendly food vendor, taps to discard 

all other characters with power of two or less—even your own. No one 


eats Falafel’s food without regret. Other characters might tap to force your opponent 
to discard, tap other characters, discard characters, draw a card, retrieve cards from 
your discard pile, or grant power bonuses to characters in combat. There are a variety 
of ways to use these “tap to” characters as central figures in your Hercules decks, and 
they can be great supporting cards for other deck types. 


N ETH E RS PARK. Once you've killed something it should stay dead, 


right? The Hercules TCG proves that theory wrong. Netherspark is a term borrowed 
from Magic that refers to characters that just won't take death lying down. 
“Nethersparking” cards jump directly into their owner’s hand if they are in the discard 
pile at the beginning of that player’s turn. 

Note that unlike the previous two abilities, nethersparking is not limited to charac- 
ters—players use nethersparking action and combat cards as well. For instance, 
Enforcer’s Flame costs two to play and then forces your opponent to discard one card. 
Not a big effect, but a nice way to use all your remaining resources after playing those 
more devastating direct-damage cards. Hercules Helps Out gives any one of your 
characters +2 power in combat for that turn, and The Daughters of Thespius Are 
Coming discards any character of power three or less from play (they're a determined 


bunch). 


\ NAR LO RD S . Warlord is the name for characters that provide additional 
power to any character with “warrior” in its title. Cards like Treacherous Warrior, 
Hired Warrior, and Dangerous Warrior all gain a bonus when a warlord is in play on 
your side. Naturally, warlord characters only affect the warriors on their own side— 
they don’t inspire the enemy to fight harder. 

The amount of power these characters grant to warriors varies, but all additional 
power is cumulative. Therefore, if you have an Inspirational Leader (power +2 to 
your warriors) and a Centaur Mentor (power +4 to your warriors) in play at the 
same time, each of your warriors has an additional six power. 


AN D T H E RE ST. In addition to Falafel and Atalanta, many other 


Hercules regulars appear in the TCG. Xena fans will recognize Salmonius, Ares, 
Aphrodite, and Autolycus, but many more are exclusive to Hercules. The toughest 
character in the game is, of course, the king of the gods—Zeus has ten power and 
taps to discard any character in play. Period. He is a bit expensive to get into play 
with a cost of nine, but there are a few tricky ways to get him into play without pay- 
ing. Look through the cards in the set and you're sure to find a few (hint: pay close 
attention to blue). 

Although not as powerful as his pop, Hercules is no slouch in the power department, 
nor is his longtime companion Iolaus. With his Zeus-given power of eight and the 
unprecedented ability to untap at the beginning of each player’s turn, Hercules is 
always ready to fight a new foe. Iolaus can tap to discard any character with power less 
than four, and he’s also got enough power in his own right to back up buddy Herc in 
combat. 

In addition to these characters, many more of Hercules’s friends, relatives, and 
enemies show up to join the battle: Hades, God of the Underworld; Graegus, Ares’s 
massive dog of war; the Daughters of Thespius (all 50 of them); and Typhon the 
Giant are just a few of the characters ready to fight for or against you in Hercules: 
The Legendary Journeys. 

The Golden Age of Heroes awaits—enter a world of fantasy and mythology with 
Hercules. + 


Teeuwynn really does love Hercules for his Grade A 100% USDA Choice...mind. 


HERCULES: THE LEGENDARY JOURNEYS 


FORMAT. 180-card starter set; 40-card starters and 12-card boosters. For 2 or more players; playing time under 30 minutes. 
PREMISE. Hercules, lolaus, and the whole legendary gang battle evil in the Golden Age of Myth, courtesy of the ARC System. 
GAME DESIGN. Jim Lin. ART DIRECTION. Dana Knutson CONTACT. Wizards of the Coast, (425) 204-5900, <www.wizards.com> 
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nal Leader all boost the power of 
- characters. This green/red deck 
plements the warrior strategy with 
ns that tap characters (Send ’Em 
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kk” (Crafty Hunter, Warrior Tribe, and 
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HERCULES’S 
_ RAIDING PARTY 


Ambitious Warlord 


2 Forest Raider 
| Hangman’s Justice 
(Red resource) 1 Inspirational Leader 

Caught by lolaus 3 lronhead Warrior 
Centaur Mentor | Militant King 

{Pillage the Village 

1 Send ’Em Flying 

2 Treacherous Warrior 

1 Warrior Tribe 


ack tales two main strategies. 
rst is to gain card advantage 
cards such as Dagger of 


characters like Xena. The second 
to use solid combat cards like 


Horde Leader 

: Lynch Mob 

_ Path of Morpheus 
Raw Squid 
Temple of Ares 
(Blue resource) 
Visionary Priest 
Xena, Warrior Princess 
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MAGIC PRICE GUIDE 


SHIPPING INFO 
UPS and US Mail 
Single Cards $5.95 


ORDER INFORMATION 


Box or Set §7.95 Phone: 888-844-8262 Outside U.S.: 319-338-0086 
+$2.00 we mesons Box or Set Fax: 319-338-1663 Mail: mere te Beaches a 
pee afe pess em NL Web: www.iguanas-cbc.com lowa City, IA 52245 


IMPORTANT ORDERING INFORMATION-Prices subject to change due to market fluctuations. Conditions of cards over $25.00 are priced in excellent condition—near mint cards are 10% 
more and mint cards are 25% more. Iguana’s accepts VISA, Mastercard, Discover, check, and money orders. Fee of $15 on returned checks. All singles are satisfaction guaranteed for 5 
days after receipt if returned in like condition for exchange or credit. No cancellations or returns on pre-orders and card game boxes. 


KEY Bk=Black BI=Blue G=Green M=Multi-colored R=Red W=White A=Artifact L=Land C=Common U=Uncommon R=Rare 


ALPHA/BETA/UNLIMITED CARD LIST ALPHA/BETA/UNLIMITED CARD LIST (cont.) ALPHA/BETA/UNLIMITED CARD LIST (cont.) 


Packs Box Card Title Color Rarity Alpha Beta Unltd Card Title Color Rarity Alpha Beta Unltd 


Alpha Starters call call Crystal Rod neeU $3.00 $3.00 $1.00 Jayemdae Tome A R___ $29.00 $39.00 $3.00 
Alpha Boosters call call Cursed Land Bk U $3.00 $3.00 $1.00 Juggernaut AU $15.00 $17.00 $4.00 
Beta S' il I! Cyclopean Tomb Ay R $70.00 $60.00 $49.00 Karma WU $3.00 $3.00 $1.00 
eta Starters ca ca Dark Ritual Bk C $5.00 $7.00  $.50 Keldon Warlord ROU $7.00 $7.00 $1.00 
Beta Boosters call call Darkpact pe ‘ ee oo ae corms Bell S x ae sae on 
ee: Deathgri 4 i A udzu i : { 
Unlimited Starters $219 $1995 Deathface Bk R $9.00 $9.00 $1.00 Lance Ww oU $3.00 $3.00 $1.00 
Unlimited Boosters $99.95 $3295 ee sed ce R Bae ae eo oe Dinid : 7 ae ee oe 
. emonic Hordes s A ‘, ADrary 0! ng hs A 

Alpha/Beta commons not listed : Demonic Tutor Bk U $18.00 $19.00 $6.00 Lich Bk R $59.00 $64.00 $47.00 
Unlimited commons not listed ; Dingus Egg AER $12.00 $14.00 $2.00 Lifeforce GU $3.00 $3.00 $1.00 
Disenchant My ce oe ae ee ae e i Se oN uae 

= : Disintegrate 3.00 A : Lifetap B A H Lu 

Card Title Color Rarity Alpha Beta Unltd Dicniphing Scepter Bi Roi) $33.00, $42.00. $3.00 Lightning Bolt Ree $9.00 $10.00 $2.00 
Z Dragon Whelp RO $4.00 $6.00 $1.00 Living Artifact GR $12.00 $14.00 $2.00 
Air Elemental Bl U $7.00 _ $9.00 _ $2.00 Drain Life Bene $3.00 $4.00  $.50 Living Lands iGo $9.00 $9.00 $2.00 
Ancestral Recall Bl R_ $164.00 $194.00 $154.00 Drain Power BI) R $19.00 $19.00 $3.00 Living Wall AU $4.00 $4.00 $1.00 
Animate Artifact BU $5.00 $6.00 $1.00 Dwarven Demolition Taam R  U $11.00 $12.00 $7.00 Lord of Atlantis BI R $17.00 $19.00 $3.00 
Animate Dead Bk U $6.00 $8.00 $2.00 Earth Elemental Ryu $3.00 $3.00 $1.00 Lord of the Pit Bk R $17.00 $19.00 $6.00 
Animate Wall Wo R $6.00 $6.00 $1.00 Earthquake Rie $29.00 $37.00 $8.00 Lure GU $3.00 $3.00 $1.00 
Ankh of Mishra A UR $12.00 $14.00 $2.00 Elvish Archers Gui $24.00 $30.00 $5.00 Magical Hack BIR $19.00 $24.00 $4.00 
Armageddon Ww eR $44.00 $60.00 $13.00 Evil Presence Bk U $3.00 $3.00 $1.00 Mahamoti Djinn Bl R $27.00 $37.00 $8.00 
Aspect of Wolf GR $14.00 $14.00 — $4.00 False Orders Rowe $5.00 $5.00 $2.00 Mana Flare Reo R $23.00 $29.00 $7.00 
Bad Moon Bk R $35.00 $42.00 $8.00 Farmstead WR $9.00 $9.00 $2.00 Mana Short BI R $15.00 $17.00 $3.00 
Badlands L R $50.00 $59.00 $19.00 Fastbond Guiik $24.00 $24.00 $7.00 Mana Vault A R $17.00 $19.00 $5.00 
Balance) Wes $39.00 $49.00 $4.00 Feedback Bl U $3.00 $3.00 $1.00 Manabarbs R R___ $13.00 $15.00 $2.00 
Basalt Monolith AU $6.00 $8.00 $1.00 Fire Elemental RU $4.00 $4.00 $1.00 Meekstone AOR $22.00 $24.00 $4.00 
Bayou ER $50.00 $59.00 $15.00 Fireball Ri 1c $6.00 $7.00  $.50 Mind Twist Bk R $17.00 $19.00 — $2.00 
Berserk : Gay $42.00 $42.00 $32.00 Flashfires Re $3.00 $3.00 $1.00 Mox Emerald A R__ $209.00 $219.00 $149.00 
Birds of Paradise Gaps $37.00 $43.00 $11.00 Force of Nature G oR $25.00 $29.00 $7.00 Mox Jet A R___ $219.00 $229.00 $159.00 
Black Knight Bk U $9.00 $17.00 | $2.50 Forcefield A R__ $139.00 $139.00 $95.00 Mox Pearl A R__ $219.00 $229.00 $159.00 
Black Lotus A R__ $395.00 $409.00 $299.00 Fork R R $35.00 $45.00 $16.00 Mox Ruby A R___ $219.00 $229.00 $159.00 
Black Vise aU $17.00 $19.00 $1.50 Fungusaur Giak $11.00 $14.00 $5.00 Mox Sapphire A R___ $219.00 $229.00 $159.00 
Black Ward Ww U $3.00 $3.00 $1.00 Gaea’s Liege Gok $13.00 $15.00 $5.00 Natural Selection G R $32.00 $34.00 $24.00 
Blaze of Glory wor $44.00 $44.00 $26.00 Gauntlet of Might A R__ $129.00 $129.00 $89.00 Nether Shadow Bk R $17.00 $19.00 $3.00 
Blessing weR $11.00 $13.00 $2.00 Giant Growth (coun $4.00 $4.00 —_$.50 Nettling Imp Bk U $4.00 $4.00 $1.00 
Blue Ward We U $3.00 $3.00 $1.00 Glasses of Urza je) $3.00 $3.00 $1.00 Nevinyrral’s Disk A OR $52.00 $69.00 $11.00 
Bog Wraith Bk U $4.00 $6.00 $1.00 Gloom Bk U $3.00 $3.00 $1.00 Nightmare Bk R __ $29.00 $34.00 $6.00 
Braingeyser Bl R $27.00 $37.00 — $9.00 Goblin Balloon Brigade R  U $3.00 $3.00 $1.00 Northern Paladin WR $17.00 $22.00 $3.00 
Burrowing Rou $3.00 $3.00 $1.00 Goblin King RR $19.00 $24.00 $5.00 Obsianus Golem AU $3.00 $3.00 $1.00 
Camouflage G_.U $7.00 $8.00 — $6.00 Granite Gargoyle Roig’ $24.00 $27.00 $5.00 Orcish Artillery RU $9.00 $3.00 $1.00 
Castle Wwe U $3.00 $3.00 $1.00 Green Ward Ww U $3.00 $3.00 $1.00 Orcish Oriflamme RU. $35.00 $3100), $1.00 
Celestial Prism AU $3.00 $3.00 $1.00 Helm of Chatzuk AYR $9.00 $9.00 $1.00 Personal Incarnation WR $17.00 $19.00 $3.00 
Channel GU $3.00 $3.00 $1.00 Hive, The ALR $10.00 $12.00 $2.00 Phantasmal Forces Bl U $3.00 $3.00 $1.00 
Chaos Orb Ak $89.00 $109.00 $69.00 Howling Mine A R $39.00 $44.00 $9.00 Phantom Monster Bl U $5.00 $6.00 $1.00 
Chaoslace Re 8 $9.00 $9.00 $1.00 Hurricane Gru $3.00 $3.00 $1.00 Pirate Ship BI R $9.00 $9.00 $2.00 
Clockwork Beast A $14.00 $14.00 — $2.00 Hypnotic Specter Bk U $15.00 $19.00 $5.00 Plateau i oR $50.00 $59.00 $20.00 
Clone Bl U — $19.00 $22.00 $5.00 Ice Storm G U__ $22.00 $22.00 $14.00 Power Surge R R__ $12.00 $14.00 $2.00 
Cockatrice GR $17.00 $17.00 $4.00 Icy Manipulator A U $49.00 $59.00 $37.00 Psionic Blast Bl U $29.00 $24.00 $19.00 
Consecrate Land Wao $14.00 $14.00 $9.00 Illusionary Mask KO OR $39.00 $45.00 $29.00 Purelace WR $9.00 $9.00 $1.00 
Conservator Fe) $3.00 $3.00 $1.00 Instill Energy Grau $3.00 $3.00 $1.00 Raging River RoR $39.00 $44.00 $29.00 
Contract from Below Bk R $9.00 $9.00 $2.00 Invisibility BiG $6.00 $6.00 $4.00 Red Ward Ww U $3.00 $3.00 $1.00 
Control Magic Bl U $13.00 $14.00 — $4.00 Iron Star AU $3.00 $3.00 $1.00 Regrowth G U $14.00 $19.00 $3.00 
Conversion Wei $3.00 $3.00 $1.00 Tronclaw Orcs Rae $1.00 $1.00 $1.00 Resurrection w U $3.00 $3.00 $1.00 
Copper Tablet ASU) $12.00 $13.00 — $6.00 Island Sanctuary WR $9.00 $9.00 $2.00 Reverse Damage WR $18.00 $22.00 $5.50 
Copy Artifact Bl R $23.00 $29.00 $7.00 Ivory Cup Aa $3.00 $3.00 $1.00 Righteousness wWweR $16.00 $18.00 $2.00 
Counterspell Bl U $17.00 $19.00 $2.00 Jade Monolith AW'R $9.00 $9.00 $2.00 Roc of Kher Ridges RoR $19.00 $19.00 $6.00 
Crusade werR $38.00 $44.00 $8.00 Jade Statue AU $14.00 $17.00 $11.00 Rock Hydra ROR $24.00 $27.00 $7.00 


z 
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ALPHA/BETA/UNLIMITED CARD LIST (cont.) ALPHA/BETA/UNLIMITED CARD LIST (cont.) ALPHA/BETA/UNLIMITED CARD LIST (cont.) |} i 
Card Title Color Rarity Alpha Beta Unltd Card Title Color Rarity Alpha Beta Unltd Card Title Color Rarity Alpha Beta Unltd s 
Rod of Ruin A U $3.00 $3.00 $1.00 Swords to Plowshares We $19.00 $22.00 $2.00 Wall of Air BI U $5.00 $5.00 $1.00 : 
Royal Assassin Bk R $39.00 $46.00 $12.00 Taiga Oe $50.00 $60.00 $19.00 Wall of Bone Bk U $3.00 $3.00 $1.00 S 
Sacrifice Bk U $3.00 $3.00 $1.00 Thicket Basilisk Gi $4.00 $5.00 $1.00 Wall of Brambles GU $3.00 $3.00 $1.00 S 
Savannah Noo $50.00 $59.00 $15.00 Thoughtlace BuO $9.00 $9.00 $1.00 Wall of Fire Rea $3.00 $3.00 $1.00 Ss 
Savannah Lions Wea $35.00 $42.00 $6.00 Throne of Bone Nea Ot $3.00 $3.00 $1.00 Wall of Ice GeecU $3.00 $3.00 $1.00 s 
Scavenging Ghoul Bk U $3.00 $3.00 $1.00 Timber Wolves G R $17.00 $19.00 $2.00 Wall of Stone Row $3.00 $3.00 $1.00 Ss 
Scrubland boa $50.00 $59.00 $15.00 Time Vault A R $109.00 $99.00 $55.00 Wall of Swords WU $5.00 $5.00 $1.00 Ss 
Sedge Troll R R $24.00 $29.00 $9.00 Time Walk BI R_ — $259.00 $279.00 $199.00 Wall of Water Blow $3.00 $3.00 $1.00 S 
Sengir Vampire Bk U $14.00 $18.00 $4.00 Timetwister BI R $169.00 $179.00 $129.00 Wall of Wood Cae $3.00 $3.00 $1.00 Ss 
Serra Angel Ww U $29.00 $36.00 $5.00 Tropical Island Pook $50.00 $59.00 $15.00 Wanderlust GU $3.00 $3.00 $1.00 S 
Shivan Dragon R- R $69.00 $74.00 $17.00 Tsunami GeeU) $3.00 $3.00 $1.00 Warp Artifact Bk R $13.00 $17.00 $2.00 S 
Simulacrum Bk U $3.00 $4.00 $1.00 Tundra as $50.00 $60.00 $19.00 Water Elemental Bl U $3.00 $3.00 $1.00 S 
id Sinkhole Be $17.00 $19.00 $13.00 Tunnel Rie $3.00 $3.00 $1.00 Web Gao $13.00 $16.00 $2.00 S 
: Siren’s Call Bl U $3.00 $3.00 $1.00 Twiddle BEA€ $3.00 $3.00 $.50 Wheel of Fortune R R $37.00 $43.00 $10.00 S 
zZ Sleight of Mind Bly $18.00 $24.00 $4.00 Two-Headed Giant of Foriys RR $54.00 $59.00 $42.00 White Knight Ww U $14.00 $18.00 $2.00 Ss 
Smoke RoR $9.00 $9.00 $2.00 Underground Sea L R $50.00 $59.00 $18.00 White Ward WU $3.00 $3.00 $1.00 s 
—# Sol Ring Paes $18.00 $22.00 $6.00 Uthden Troll Ree Uy $3.00 $3.00 $1.00 Will-O’-The-Wisp Bk R $34.00 $39.00 $7.00 § S 
Soul Net AU $3.00 $3.00 $1.00 Verduran Enchantress G--R $9.00 $9.00 $2.00 Winter Orb A R $37.00 $49.00 $8.00 Ss. 
Stasis BIL R $24.00 $32.00 $5.00 Vesuvan Doppelganger BL R $49.00 $59.00 $19.00 Wooden Sphere A U $3.00 $3.00 $1.00 S 
=) Steal Artifact Bl U $5.00 $5.00 $1.00 Veteran Bodyguard W R $20.00 $24.00 $5.00 Word of Command Bk R $69.00 $74.00 $49.00 Si 
Stone Giant Re-U $3.00 $3.00 $1.00 Volcanic Eruption BIL R $9.00 $9.00 $2.00 Wrath of God WOR $44.00 $59.00 $13.00 SI 
i) Sunglasses of Urza A R $9.00 $9.00 $2.00 Volcanic Island i R N/A $59.00 $18.00 Zombie Master Bk R $13.00 $15.00 $2.00 S 
g Si 
ss St 
J REVISED/4TH EDITION/ REVISED/4TH/STH CARD LIST (cont.) REVISED/4TH/STH CARD LIST (cont.) REVISED/4TH/5TH CARD LIST (cont! 2 
6 5TH EDITION CARD LIST St 
1 pas Card Title Color Rarity Price Card Title Color Rarity Price Card Title Color Rarity Price St 
evise St 
6 Starter Deck . Carrion Ants Be aan 1:50) Forget BI R $3.00 Magnetic Mountain R R $2.08 = Su 
Starter Box . Castle WwW SLOG For R R_ $13.00 Magus of the Unseen Bl R $4.0 St 
(ee) Booster Pack . Cave People R U $1.00 Fountain of Youth A U $1.00 Mahamoti Djinn Bl R $5.0 Sy 
Booster Box 5 Celestial Prism A U $1.00 Fungusaur G R $2.00 Mana Clash R R $3.0 Sy 
© Complete Set y Channel G U $1.00 Fyndhorn Elder G U $1.00 Mana Flare R R $3.54 Sy 
All Commons Not Listed " Chaoslace R R $1.00 Gaea’s Liege G R $4.00 Mana Short BI R $3.0 Ta 
Circle of Protection: Artifacts W U $1.50 Game of Chaos R R $3.00 Mana Vault A R $4.0, Ta 
| 4th Edition City of Brass L R $8.50 Gauntlets of Chaos A R $3.00 Manabarbs R R $3.0, Ta 
Starter Deck Clockwork Avian A R $3.00 Glacial Wall BI U $1.00 Meekstone A R $4.0) Te 
A Starter Box Clockwork Beast A R $2.00 Glasses of Urza A U $1.00 Mijae Djinn R R $3. Te 
§ Booster’ Pack ; Clockwork Steed A U $1.00 Gloom Bk U $1.00 Millstone A R $5.06 Th 
ee Booster B ‘ Clone Bl U $3.00 Goblin Balloon Brigade R U $1.00 Mind Bomb BI U $10) «Th 
c os} 7 oe Cockatrice G R $3.00 Goblin King R R $3.00 Mind Twist Bk R $208 Th 
=) omplete Set : Colossus of Sardia A R $6.00 Goblin Warrens R R $5.00 Mind Warp Be $10 Th 
All Commons Not Listed 5 Conquer R i) $1.00 Granite Gargoyle R R $3.00 Mishra’s Factory L U $4002 (Th 
ec Conservator A U $1.00 Greater Realm of Preservation W U $2.50 Mishra’s War Machine A R $2.01 Tu 
g Sth Edition Contract from Below Bk R $2.00 Greater Werewolf Bk U $2.00 Mole Worms BE. U $10 Tix 
Starter Deck 5 Control Magic BI U $2.00 Green Mana Battery A R $3.00 Necropotence Be R $60 ‘Tit 
Starter Box Conversion WwW U $1.00 Green Ward WwW U $.50 Nether Shadow Bk R $25 Tri 
WwW Booster Pack J Copy Artifact Bl R $3.00 Havenwood Battleground = L U $1.50 Nettling Imp Bk U $2.0) Tre 
Booster Box Coral Helm A R $2.00 Hecatomb Bk R $4.00 Nevinyrral’s Disk A R $90 «Tn 
6) Complete Set i Cosmic Horror Bk R $1.00 Helm of Chatzuk A R $1.00 Nightmare Bk R $6.0 Ts 
All Commons Not Listed f Counterspell Bl U $2.00 Hive, The A R $3.00 Northern Paladin Ww R $3.0 Tu 
Lal Craw Giant G U $1.00 Hollow Trees L R $4.00 Oasis 38: U $1.08 Tu 
Crimson Manticore R R $1.00 Howling Mine A R $5.50 Obelisk of Undoing A R $3.0 Un 
4 Card Titl C ty Pri Crown of the Ages A R $4.00 Hurr Jackal R R $2.50 Obsianus Golem A U $10 Un 
eae olor Keaky Price Crumble G/U) 731.00 Hurricane GU) $1.00 Onulet A  R- $20 Un 
ie Crusade WwW R $6.00 Hydroblast Bl U $2.00 Orcish Artillery R U $10 Un 
: Abbey Gargoyles W Us| 7 $100 Crystal Rod A U1!) ))$1.00 Hypnotic Specter Bk) $3.50 Orcish Captain R U SLO Ur: 
Abomination Bk U $1.00 Cursed Land Bk U $1.00 Icatian Phalanx WwW U $1.00 Orcish Oriflamme R U $1000 (Ur: 
6) Abyssal Specter Bk U_— $2.00 Dance of Many Bl R $3.00 Icatian Store ie R $4.00 Orcish Squatters R R $50 ‘Ut 
: Adarkar Wastes L R $5.00 Dancing Scimitar A R $2.00 Icatian Town WwW R $3.50 Order of the Sacred Torch W R $40 Ver 
a ther Storm Bl U_ $1.00 Darkpact Bk) RR”) $2:00 Ice Floe L U $1.00 Order of the White Shield W  U $20 Ves 
Air Elemental Bl U $1.00 Deathgrip Bees U $1.00 Inferno R R $4.00 Orgg R R $3.0 Vet 
iG] Air Elemental _ Bl U_— $1.00 Deathlace Bk- R $1.00 Infinite Hourglass A R $3.00 Ornithopter A U $10“ Vis 
Akron Legionnaire W Re 3300 Deflection BI R $5.00 Instill Energy G U_— $1.00 Osai Vultures Ww UU $i vol 
<e Aladdin’s Lamp A R $2.00 Demonic Attorney Beak $2.00 Iron Star A U $1.00 Pentagram of the Ages A R $3.0 ‘Vol 
Aladdin’s Ring A R $2.00 Demonic Hordes Be TR $7.00 Ironclaw Curse R R $3.00 Personal Incarnation WwW R $3.0 Wal 
Ali Baba R U $1.00 Demonic Tutor BE U $3.00 Island Fish Jasconius Bl R $2.00 Phantasmal Forces BI U- $i Wal 
= An-Havva Constable G R $3.00 Derelor Be BR $3.00 Island Sanctuary WwW R $1.00 Phantom Monster BI U- $i Wal 
Angry Mob _ Ww U ‘$1.00 Desert Twister G U $1.00 Ivory Cup A U $1.00 Pirate Ship Bl R $20 = Wal 
Animate Artifact Bl U $1.00 Detonate R U_— $1.00 Ivory Guardians WU $100 Plateau L R_ $16 Wal 
Hj Animate Dead Bk U $1.00 Diabolic Machine A U $1.00 Ivory Tower A R $4.00 Power Surge R R $3.0 Wal 
Animate Wall Ww R $2.00 Dingus Egg A Ri) 193/00 Jade Monolith A R $2.00 Pox Bk R $40 Wal 
. Ankh of Mishra A  R__ $2.00 Disentegrate RC) $150. Jalum Tome AR 193.00 Primal Clay A R_ $2 Wal 
Anti-Magic Aura Bl U $1.50 Disrupting Scepter A R $3.00 Jandor’s Ring A R $3.00 Primal Order G R $5.) War 
g Armageddon WwW R $10.00 Divine Transformation WwW U $1.00 Jandor’s Saddlebags A R $3.00 Primordial Ooze R U $1.0 War 
Armageddon Clock A R $2.00 Dragon Engine A Ro 32:00 Jayemdae Tome A R $4.00 ~Psionic Entity Bl R_ $20 Wat 
z Ashes to Ashes Bk U $1.00 Dragon Whelp R U $1.00 Jester’s Cap A R_ $11.50 Purelace WwW R_ $10 Wet 
Ashnod’s Battle Gear A U $1.00 Drain Power Bl R $3.50 Johtull Wurm G U $1.00 Pyroblast R U $20) = Whe 
ie Aspect of Wolf G R $3.00 Dust to Dust WwW U $1.00 Jokulhaups R R $5.00 Pyrotechnics R U- $i Whi 
Atog R U $1.00 Dwarven Catapult R Ui S.00 Joven’s Tools A U_— $1.00 Rabid Wombat G U $1.0 Whi 
=) Azure Drake Bl U_ $1.00 Dwarven Hol L R_ $4.00 Juggernaut A U $3.00 Rack, The A U $10 Whi 
Backfire BI U $1.00 Dwarven Ruins L U $1.00 Junin Efreet Be oi $100 Radjan Spirit G U $0. Whi 
| Bad Moon Bk R___ $6.00 Dwarven Weaponsmith  R U_ $1.00 Justice WU | S100 Rag Man Bk R_ $20 Will 
Badlands L R $17.00 Earth Elemental R Uy) $1.00 Juxtapose Bl R: $3.00 Rebirth G R $20 Win 
= Balance WwW R $3.00 Earthquake R R $5.50 Karma Ww U $1.00 Recall Bl R $40 Win 
Ball Lightning R R $10.00 Ebon Stronghold ie, U $1.00 Karplusan Forest L R $8.00 Red Mana Battery A R $30 = Win 
Barl’s Cage A R $3.00 Ebony Horse A Re 2000 Keldon Warlord R U_— $1.50 Red Ward Wo oSE $3 Win 
Basalt Monolith A 2) S00 El-Hajjaj Ble) RUS) 00 Killer Bees G $2100 Regrowth G U $30 Wok 
Bayou L R_ $9.00 Elder Druid G R $3.00 Kismet WU $1.00 Relic Bind Bl R_ $3 Woo 
Binding Grasp Bl U $1.00 Elder Land Wurm WwW R $3.00 Kjeldoran Royal Guard WwW R $5.00 Resurrection WwW 3 $1.0 = Wore 
Birds of Paradise G R $8.50 Elkin Bottle A R $3.00 Kjeldoran Skycaptain WwW U_— $1.00 Reverse Damage Ww R $35. Wrat 
Black Knight Bk U $1.00 Elven Riders G U $1.00 Knight of Stromgald Bk U $2.50 Reverse Polarity WwW U $10 Wret 
Black Mana Battery A R $3.00 Elvish Archers G R $2.00 Kormus Bell A R $3.00 Righteousness WwW R $30 Wyh 
Black Vise A U $1.50 Energy Flux Bl U $1.00 Kudzu G R $3.00 Roc of Kher Ridges R R $40 Xeni 
Black Ward WwW U $.50 Evil Eye of Orms-by-Gore Bk U $1.00 Lance WwW U_ $1.00 Rock Hydra R R $0 Zom 
Blessing Ww R__ $1.00 Evil Presence Bk U_ $1.00 Land Tax WR $6.00 Rocket Launcher A R $30 Zur’s 
Blight ole Bk U_— $1.00 Eye for an Eye WwW R $2.00 Leshrac’s Rite Bk U) $1.00 Rod of Ruin A U $Ie 
Blinking Spirit Ww R $7.00 Fallen Angel Bk U9 $2:00; Leviathan Bl R’ $4.00 Royal Assassin Bk R_ $ill 
Blue Mana Battery A R $3.00 Farmstead WwW R $2.00 Ley Druid G U $io0 Ruins of Trokair L U Sit) 
Blue Ward Ww U $.50 Fastbond G R $5.00 Lhurgoyf G R $8.00 Sacred Boon WwW US$ 
Bog Wraith — Bk U_— $1.00 Feedback BI U $1.00 Library of Leng A Oe S00 Sacrifice Bk U $i§ 
Bottle of Suleiman A R $1.00 Feldon’s Cane A U $1.00 Lifeforce G U $100 Sand Silos L RR $40 
Bottomless Vault L R $4.00 Fellwar Stone A U $2.50 Lifelace G R $1.00 Savannah is R $13! 
Braingeyser Bl R $4.00 Feroz’s Ban A R_ $2.00 Lifetap Bl U $1.00 Savannah Lions WwW R93 
Brass Man A U $1.00 Fireball R (e $1.50 Living Artifact G R $3.00 Scavenging Ghoul Bk UO eoe 
Breeding Pit Bk U_— $2.00 Fire Drake R U $1.00 Living Lands G R $2.00 Scrubland L R_ $13 
Broken Visage Bk R_ $3.00 Fire Elemental R U_— $1.00 Living Wall A U" $100 Sea Spirit Bo US 
Bronze Tablet A R $2.00 Flame Spirit R U_— $1.00 Lord of Atlantis BI Re 93.50) Sea Sprite Bl U Sif 
Brushland L R $7.00 Flashfires R U $1.00 Lord of the Pit By) VR) $5.00 Seasinger BI UU iuns } 
Burrowing R U_ $1.00 Flying Carpet A R $2.00 Lure G U $1.00 Sedge Troll R R $34 
Caribou Range WwW R $3.00 Force of Nature G R $5.00 Magical Hack BI R $4.00 Segovian Leviathan BI U © $i 
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REVISED/4TH/STH CARD LIST (cont.) ARABIAN NIGHTS CARD LIST ANTIQUITIES CARD LIST (cont.) LEGENDS CARD LIST (cont.) 


Card Title Color Rarity Price Card Title Color Rarity Price 


Sengir Autocrat Bk 
Sengir Vampire Bk 
Seraph WwW 
Serendib Efreet 
Serpent Generator 
Serra Angel 
Serra Bestiary 
Serra Paladin 
Shapeshifter 
Shatterstorm 
Shivan Dragon 
Sibilant Spirit 
Simulacrum 
Sindbad 
Siren’s Call 
Skull Catapult 
Sleight of Mind 
Smoke 
Sol Ring 
Sorceress Queen 
Soul Net 
Spirit Link 
Spirit Shackle 
Stampede 
Stasis 
Steal Artifact 
Stone Giant 
Stone Spirit 
Strip Mine 
Stromgald Cabal 
Sulfurous Springs 
Sunglasses of Urza 
Syyelunite Temple 
Swords to Plowshares 
Sylvan Library 
Taiga 
Tawnos’s Wand 
Tawnos’s Weaponry 
Tempest Efreet 
Tetravus 
Thicket Basilisk 
Thoughtlace 
Throne of Bone 
Thrull Retainer 
Timber Wolves 
Time Bomb 
Time Elemental 
Titania’s Song 
Triskelion 
Tropical Island 
Truce 
Tsunami 
Tundra 
Tunnel 
Uncle Istvan 
Underground River 
Underground Sea 
Untamed Wilds 
Urza’s Avenger 
Urza’s Bauble 
Uthden Troll 
Verduran Enchantress 
Vesuvan Doppelganger 
Veteran Bodyguard 
Visions 
Volcanic Eruption 
Volcanic Island 
Wall of Air 
Wall of Bone 
Wall of Brambles 
Wall of Fire 
Wall of Ice 
Wall of Stone 
Wall of Swords 
Wall of Water 
Wanderlust 
Warp Artifact 
Water Elemental 
Web 
Wheel of Fortune 
Whirling Dervish 
White Knight 
White Mana Battery 
White Ward 
Will-O’-The-Wisp 
Wind Spirit 
Winds of Change 
Winter Blast 
Winter Orb 
Wolverine Pack 
Wooden Sphere 

| Word of Blasting 
Wrath of God 
Wretched, The 

| Wyluli Wolf 
Xenic Poltergeist 
Zombie Master 
Zur's Weirding 
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| ARABIAN NIGHTS CARD LIST 


Booster Pack $84.95 
Booster Box $4795.00 
Complete Set $945.00 


Card Title Color Rarity Price 


Abu Jafar WwW U3 $6.00 
U2 $8.00 


Aladdin R 


Card Title 


SSSSsSsssssssouseeueesee ses seeesssssssssssssssss: 


Aladdin’s Ring 
Ali Baba 

Ali from Cairo 
Army of Allah (a) 
Bazaar of Baghdad 
Bird Maiden (a) 
Bottle of Suleiman 


City in a Bottle 
City of Brass 
Cuombajj Witches 
Cyclone 

Dancing Scimitar 
Dandan 

Desert 

Desert Nomads 
Desert Twister 
Diamond Valley 
Drop of Honey 
Ebony Horse 
El-Hajjaj 

Elephant Graveyard 
Erg Raiders (a) 
Erhnam Djinn 

Eye for an Eye 
Fishliver Oil (a) 
Flying Carpet 
Flying Men 
Ghazban Ogre 
Giant Tortoise (a) 
Guardian Beast 
Hasran Ogress (a) 
Hurr Jackal 

Ifh-Biff Efreet 
Island Fish Jasconius 
Island of Wak-Wak 
Jandor’s Ring 
Jandor’s Saddlebags 
Jeweled Bird 

Jihad 

Junin Efreet 

Juzam Djinn 

Khabal Ghoul 

King Suleiman 
Kird Ape 

Library of Alexandria 
Magnetic Mountain 
Merchant Ship 
Metamorphosis 
Mijae Djinn 
Moorish Cavalry (a) 
Mountain 

Nafs Asp (a) 

Oasis 

Old Man of the Sea 
Oubliette (a) 

Piety (a) 

Pyramids 
Repentant Blacksmith 
Ring of Ma’rif. 
Rukh Egg (a) 
Sandals of Abdallah 
Sandstorm 
Serendib Djinn 
Serendib Efreet 
Shahrazad 

Sindbad 

Singing Tree 
Sorceress Queen. 
Stone-Throwing Devils (a) 
Unstable Mutation 
War Ene (a) 
Wyluli Wolf (a) 
Ydwen Efreet 


ANTIQUITIES CARD LIST 


Booster Pack 
Booster Box 
Complete Set 


Commons Not Listed 


Argivian Archeologist 
Argivian Blacksmith 
Armageddon Clock 
Ashnod’s Altar 
Ashnod’s Battle Gear 
Ashnod’s Transmogrant 
Atog 

Bronze Tablet 
Candelabra of Tawnos 
Circle of Protection: Artifacts 
Citanul Druid 
Clockwork Avian 
Colossus of Sardia 
Coral Helm 

Cursed Rack 

Damping Field 
Detonate 

Dwarven Weaponsmith 
Energy Flux 

Feldon’s Cane 

Gaea’s Avenger 
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Color Rarity Price 


xy 


Card Title 


Golgothian Sylex 
Haunting Wind 

Hurkyl’s Recall 

Ivory Tower 

Jalum Tome 

Martyrs of Korlis 
Mightstone 

Millstone 

Mishra’s Factory, autumn 
Mishra’s Factory, spring 
Mishra’s Factory, summer 
Mishra’s Factory, winter 
Mishra’s War Machine 
Mishra’s Workshop 
Obelisk of Undoing 
Onulet 

Power Artifact 
Powerleech 

Primal Clay 

Rack, The 

Rocket Launcher 
Shapeshifter 
Shatterstorm 

Strip Mine, horizon/even stripe 
Strip Mine, horizon/uneven stripe 
Strip Mine, no horizon 

Strip Mine, smait tower in forest 
Su-Chi 

Tawnos’s Coffin 
Tawnos’s Wand 
Tawnos’s Weaponry 
Tetravus 

Titania’s Song 
Transmute Artifact 
Triskelion 

Urza's Avenger 

Urza’s Miter 

Wall of Spears 
Weakstone 

Xenic Poltergeist 
Yawgmoth Demon 


LEGENDS CARD LIST 


Booster Pack 
Booster Box 
Complete Set 

Italian Legends Pack 
Italian Box 
Commons not listed 


Abomination 

Abyss, The 

Acid Rain 

Adun Oakenshield 
Adventurers’ Guildhouse 
Akron Legionnaire 
Al-abara’s Carpet 
Alchor’s Tomb 

All Hallow’s Eve 
Angelic Voices 
Angus Mackenzie 
Anti-Magic Aura 
Arboria 

Arcades Sabboth 
Arena of the Ancients 
Avoid Fate 

Axelrod Gunnarson 
Ayesha Tanaka 
Azure Drake 
Backdraft 

Backfire 

Barktooth Warbeard 
Bartel Runeaxe 
Beasts of Bogardan 
Black Mana Battery 
Blight 

Blood Lust 

Blue Mana Battery 
Boris Devilboon 
Brine Hag 

Bronze Horse 
Carrion Ants 
Cathedral of Serra 
Caverns of Despair 
Chain Eanes 
Chains of Mephistopheles 
Chromium 

Cleanse 

Cocoon 

Concordant Crossroads 
Cosmic Horror 
Craw Giant 
Crevasse 

Crimson Kobolds 
Crimson Manticore 
Crookshank Kobolds 
Dakkon Blackblade 
Darkness 

Deadfall 

Demonic Torment 
Disharmony 

Divine Intervention 
Divine Transformation 
Dream Coat 
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Color Rarity Price 


$999.00 
$929.00 

$10.95 
$349.95 
$1.00 ea 
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Card Title Color Rarity Price 


Elder Land Wurm 
Elder Spawn 
Elven Riders 
Equinox 

Eternal Warrior 
Eureka 

Evil Eye of Orms-By-Gore 
Fallen Angel 
Falling Star 

Field of Dreams 
Firestorm Phoenix 
Floral Spuzzem 
Forethought Amulet 
Fortified Area 
Frost Giant 
Gabriel Angelfire 
Gauntlets of Chaos 
Gosta Dirk 
Gravity Sphere 
Great Defender 
Great Wall 


Greater Realm of Preservation 


Greed 

Green Mana Battery 
Gwendlyn Di Corci 
Halfdane 
Hammerheim 
Hazezon Tamar 
Heaven’s Gate 

Hell’s Caretaker 
Hellfire 

Horn of Deafening 
Horror of Horrors 
Hunding Gjornersen 
Hyperion Blacksmith 
Ichneumon Druid 
Imprison 

In the Eye of Chaos 
Infernal Medusa 
Infinite Authority 
Invoke Prejudice 
Ivory Guardians 
Jacques le Vert 
Jasmine Boreal 

Jedit Ojanen 

Jerrard of the Closed Fist 
Johan 

Jovial Evil 

Juxtapose 

Karakas 

Kasimir the Lone Wolf 
Kei Takahashi 

Killer Bees 

Kismet 

Knowledge Vault 
Kobold Drill Sergeant 
Kobold Overlord 
Kobold Taskmaster 
Kobolds of Kher Keep 
Kry Shield 

Lady Caleria 

Lady Evangela 

Lady of the Mountain, The 
Lady Orca 

Land Equilibrium 
Land Tax 

Land’s Edge 

Lesser Werewolf 
Life Chisel 

Life Matrix 
Lifeblood 

Living Plane 
Livonya Silone 

Lord Magnus 

Mana Drain 

Mana Matrix 

Marble Priest 
Marhault Elsdragon 
Master of the Hunt 
Mirror Universe 
Moat 

Mold Demon 
Mountain Stronghold 
Mountain Yeti 
Nebuchadnezzar 
Nether Void 

Nicol Bolas 

North Star 

Nova Pentacle 
Palladia-Mors 

Part Water 

Pavel Maliki 
Pendelhaven 

Petra Sphinx 

Pixie Queen 

Planar Gate 

Pradesh eee 
Presence of the Master 
Primordial Ooze 
Princess Lucrezia 
Psionic Entity 
Puppet Master 
Quagmire 

Quarum Trench Gnomes 
Rabid Wombat 
Radjan Spirit 

Ragnar 

Ramirez DePietro 
Ramses Overdark 
Rapid Fire 

Rasputin Dreamweaver 
rathi Berserker 
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Gate of Phyrexia 


Goblin Artisans Rebirth 


U2 = $4.00 
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Aladdin’s Lamp A Dwarven Song 


www.iguanas-cbc.com ¢ cards@iguanas-cbc.com ° 1-888-844-8262 


°RICES SUBJECT TO CHANGE ADVERTISEMENT ~ {continued of next page) 


IGUANAS MAGIC PRICE GUIDE * ORDER NOW CALL 888-8-IGUANA 


LEGENDS CARD LIST (cont.) THE DARK CARD LIST (cont.) FALLEN EMPIRE CARD LIST (cont.) CHRONICLES CARD LIST (cont.) 


Card Title Color Rarity Price Card Title Color Rarity Price Card Title Color Rarity Price Card Title Color Rarity Price 
Recall Bl R $9.00 Elves of Deep Shadow G U2 $5.00 Order of Leitbur Ww (e $2.00 Triassic Egg A U1 $2.00 
Red Mana Battery A U $4.00 Eternal Flame R U1 $3.00 Order of the Ebon Hand = Bk € $2.00 Urza’s Mine L C1 $1.00 
Reincarnation G U $3.00 Exorcist Ww U1 $5.00 Orgg R U1 $3.00 Urza’s Power Plant L C1 $1.00 
Relic Barrier A U $6.00 Fallen, The Bk U2 = $2.00 Raiding Party R U3 = $1.00 Urza’s Tower ie C1 $1.00 
Relic Bind Bl U $4.00 Fasting WwW U2 $2.00 Rainbow Vale L U1 $4.00 Vaevictis Asmadi M U1 $5.00 
Remove Enchantments WwW c $2.00 Fellwar’s Stone A U2 $3.00 Ring of Renewal A Ul $2.00 Voodoo Doll A U1 $2.00 
Reset Bl U $4.00 Fire and Brimstone Ww U2 $2.00 River Merfolk Bl U1 $3.00 Wall of Opposition R U3 $1.00 
Revelation G R $5.00 Fire Drake R U2 $2.00 Ruins of Trokair iB U2 = $2.00 ‘Wall of Wonder BI U3 $1.00 
Reverberation Bl R_ $12.00 Flood G U2: $3.00 Sand Silos L UW 12$5.00 : 
: : : : Wretched, The Bk U1 $4.00 
Righteous Avengers WwW U $4.00 Fountain of Youth A U2 $2.00 Seasinger Bl U3 $2.00 Wits Clintee Ww U3 $1.00 
Ring of Immortals A R_ $14.00 Frankenstein’s Monster Bk U1 $10.00 Soul Exchange Bk U3) $1.00 Xira Ari M U1 $3.00 
Riven Turnbull M U $400 Goblin Wizard R U1 $7.00 Spirit Shield A U1 $3.00 vai Aah D Bk U1 $3.00 
& Roh ot her Keep uw s ae Grave Robbers Bk Ul oe Spore Flower G U : 2 ny ave Lol Peon ss 
ubinia Soulsinger 12.00 Hidden Path G Ul 8.00 Svyelunite Priest Bl U , 
z Sea King’s Blessing L U $3.00 Inferno R U1 $4.00 Svyelunite Temple By U2 = $2.00 PROMOTIONAL CARDS 
f  Seafarer’s Quay N U $3.00 Knights of Thorn WwW U1 $6.00 Thallid Devourer G U3 $1.00 z 5 z 
fed Seeker WU = $3.00 Leviathan BL U1), $7.00 Thelon’s Chant G U3 $1.00 Card Title Color Rarity Price 
Segovian Leviathan BI U $3.00 Living Armor A U2 $2.00 Thelon’s Curse G U1 $3.00 ee 
=| Sentinel A R $7.00 Lurker G U1 $5.00 Thelonite Druid G U3 $1.00 Arena L $4.00 
Serpent pees ee R ai Mana Clash R Ul et Thelonite Monk G Ul ae Giant Bader G pee 
: ield Wall U 2.00 Mana Vortex Bl Ut 5.00 Thrull Champion Wd 4.0 Mana Crypt R i 
g Shimian Night Stalker Bk U $3.00 Martyr’s Cry Ww U1 $5.00 Thrull Retainer U3 $1.00 Nalathni Dragon R $6.00 
Silhouette Bl U $3.00 Maze of Ith L C1 $13.00 Thrull Wizard U3 $1.00 Sewers of Estark Bk $1.00 
= oH ehedlas of Eberyn M y oe Merfolk Assassin Bl U2 eae Tidal Influence v 3 ae Windseeker Centaur R 
| ivitri Scarzam 2.00 Mind Bomb BI U1 $4.00 Tourach’s Chant Me 
Sol’kanar the Swamp King M R_ $15.00 Nameless Race Bk U1 $6.00 Tourach’s Gate Ul) $2.00 
fee — Spectral Cloak Bl U $7.00 Necropolis A U2 = $2.00 Vodalian Knights U1 $3.00 ICE AGE CARD LIST 
Spinal Villain R R_ $13.00 Niall Silvain G U1 $6.00 Vodalian War Machine U1 $3.00 Starter Deck 
Spirit Link WwW U $6.00 Ore General R U2 $3.00 Zelyon Sword U1 = $2.00 4 
Fey Spiritual Sanctuary WR $9.00 People of the Woods G U2) $5100 Starter Box 
Stangg M R_ $10.00 Preacher WwW U1 $10.00 CHRONICLES CARD LIST Booster Pack 
cep Storm Seeker G U $5.00 Psychic Allergy Bl U1 $5.00 Booster Box 
Storm World R R_ $12.00 Rag Man Bk U1 $4.00 Booster Pack Gonmpleta Set $139.00 
Ce) Sunastian Falconer M U $3.00 Reflecting Mirror A U 25°5$2:00 Booster Box P Z § 
Sword of the Ages A R_ $27.00 Runesword A U2 $2.00 Cc Commons Not Listed $.50 ea 
Sylvan Library eu $7.00 Safe Haven Co $4.00 een Set aes | 
Sylvan Paradise U 3.00 Scarecrow A U2 = $2.00 ommons not liste ‘i Rarity ‘ ; 
Wi Syphon Soul Bk c $2.00 Scarwood Bandits G U1 $6.00 cae oly zce P| 
} Tabernacle at Pendrell Vale, the L RK. $32.00 Scarwood Hag G U2 = $2.00 7 
‘e} Tacklemaggot Bk  U $3.00 Season of the Witch Be UL ($6.00 Card Title Color Rarity Price Abyssal Specter Bk Ul $2.00 : 
Telekinesis Bl R $8.00 Sisters of the Flame R U2 $2.00 Adarkar Sentinel A Ul $1.00 | 
lee! Teleport Bl R $8.00 Skull of Orm A U2 $6.00. ‘ Adarkar Wastes L RI $7.00 | | 
‘empest Efreet R a Sorrow’s Path I; Url 5.00. i : egis of the Mee! A 
Tempest Efi R $7.00 $ Abu Jaitar Ww U2 S100 Aegis of the Meek A RI $2.00 
I 
ss) Tetsuo Umezawa M RK. $17.00 Spitting Slug G U2 $2.00 Akron Legionnaire WwW Ul $2.00 Aggression R Ul $1.00 = 
Thunder Spirit W  R_ $36.00 Standing Stones A U20$2.00 Aladdin R UL $3.00 Altar of Bone MRI $2.00 ] 
iG) Time Elemental Bl R= $12.00 Stone Calendar A U1 $10.00 Angelic Voices Ww U1 $5.00 Amulet of Quoz A R1 = $2.00 Bey 
Tobias Andrion M U $3.00 Tangle Kelp Bl U2 $2.00, Arcades Sabboth M U1. $5.00 Anarchy R U $1.00 I 
:  Tolaria iL U es Tivadar’s Crusade WwW aNed ies Arena of the Ancients A Ul cae Arcum’s Sleigh A U $1.00 } 
- Tor Wauki M U 3.00 Tormod’s Crypt A U2 = $2.00 Axelrod Gunnarson M Ul 3.00 5 We 1.00 & ¥ 
Wi Torsten Von Ursus M U $3.00 Tower of Coireall A U2 $2.00 Ayesha Tanaka M UL $3.00: oe Wesbervane Re : 1 See pI 
Touch of Darkness Bk U $3.00 Tracker G U1 $8.00 Azure Drake BI U3. $1.00 I 
(©) patie Ashen Ghoul Bk U1 $2.50 
Triassic Egg A R $6.00 Uncle Istvan BE > U2) $2100 Banshee Bk U3 $1.00 k 
: Avalanche R U1 $1.00 © 
“s@ ~— Tuknir Deathlock M R_ $12.00 Wand of Ith A U2 = $3.00 Barl’s C: A U1. $1.00 : « k 
Typh G R W. 3 arl's Cage / Balduvian Conjurer Bl U1 $1.00 © 
yphoon $9.00 ‘ar Barge | A U 4 $5.00 Beasts of Bogardan R U3) $1.00 Balduvian Hydra R R $3.00 L 
34 Undertow Bl U_ $3.00 Whippoorwill G U2 $3.00 BioodiMoon R Ul $4.00 BAGH OF Morale x U1 $100 L 
Underworld Dreams Bk U $29.00 Witch Hunter WwW W12>$3.00 1 
Unholy Citadel LU $3.00 Worms of the Earth Be Ut s500 pocdebiheMaryr Wee Saas Battie Gry w Ul $100 By 
i y z 3 oe : Book of Rass A U1 $1.00 Binding Gras Bl U1 $1.00 
Untamed Wilds G U $3.00 Wormwood Treefolk G U1 $5.00 Bronze Home a U1. $1.00 Bi cS, one Ww Ul $100 _ 1 
7 s ° lack Sc: : 
ieee My ee Chromium M U1 $5.00 Blinking Spirit Ww RI $60 | 
Urborg L U $5.00 = 1 ig SP li 
©} Vaevictis Asmadi M~ R_ $13.00 FALLEN EMPIRES CARD LIST eure Brass Ep i : aed Blizzard s G ‘ 1 bei L 
Visi WwW U 2. 2S cs : Blue Scaral 1 i L 
gs} Voodoo Doll A $2.00 Concordant Crossroads = G = U1 $3.00 Brand of Ill Omen R R11 $2.00 BL 
(e} Wall of Dust R U $3.00 Booster Pack $1.25 Craw Giant G U3 $1.00 Breath of Dreams Bl U1 $1.00 M 
d sat a Light ¥ u es Booster Box $59.95 OE ae ee M7 v ! sre Brushland L RI $7.00 M 
4 of Opposition 00 - akkon Blackblade Call to Arms WwW R1 $2.00 | 
<4 Wall of Potid Flesh Bk U_ $3.00 Complete Set $59.95 Dance’sk Many Bl | Ul $2.00 Caribou Range W Ri-$400. 
5 Wall Lele e U sae Commons Not Listed $.50 ea Enchantment Alteration BI U3. $1.00 Celestial Sword A R1 $2.00 y 
Wall of Wonder U 3.00 Erhnam Djinn G U3 $3.00 Centaur Arche M Ul $1.00 
| Whirling Dervish GU son Fallen Angel Be U3) 6000, Guusekonic R RI $30, ™ 
ee Battery = # ak Card Title Color Rarity Price Fallen, The Bk U3 $1.00 Chaos Moon R R1 $3.00 | yj 
Oy Wind ee R : Feldon’s Cane A U3 $1.00 Chromatic Armor M RI $3.00 M 
inds of Change U_ $4.00 ae Fire Drake R U3 $1.00 Cold Snap W U1 $1.00 
Winter Blast G R_— $11.00 Aeolipile A U1 $2.00 ‘i M 
Wood Elemental G  R $900 Balm of Restoration AO oop Snel ance ea ee Ro Sen 
€ Wretched, The Bk R $18.00 _ Bottomless Vault Lr Soot cumleset Cats J eae Col Bo Oe 
‘ : ; : s | Crown of the Ages A R1 $4.00 M 
Xira Arien M R $9.00 Breeding Pit Bk U3 $3.00 > k 
2 Conch Hom A U1 $2.00 Hell s areal BE a : se Curse of Marit Lage R R1 $3.00 iM 
Deep Spawn Bl U3. $1.00 Orn or Deatening H Dance of the Dead Bk U1 $1.00 J 
4 THE DARK CARD LIST Delis Cube a Ul $2.00 Ivory Guardians Ww U3 $1.00 Deflection Bl R1 $6.00 M 
gq Derelor Bk U1. $4.00 Jalum Tome A U1 $3.00 Demonic Consultation Bk U1 $100 M 
4 Booster Pack Draconian Cylix A U1 $2.00 Jeweled Bird A Ul $1.00 Despotic Scepter A RI $3.00 M 
=) Dwarven Armorer R U1. $2.00 Johan M U1 $3.00 Diabolic Vision M U1 $3.00 b 
4 Booster Box $429.00 Dwarven Catapult R U3 $1.00 Juxtapose Bl U1 $3.00 Dread Wight Bk RI $300 
i) Complete Set $134.00 Dwarven Hol L U1 $5.00 Kei Takahashi M U $1.00 Dreams of the Dead Bl U1 $1.00 Ne 
P 2 s Dwarven Lieutenant R U3 $1.00 Land’s Edge R U1 $3.00 Drift of the Dead Bk Ul $1.00 Os 
| =] Commons Not Listed $1.00 ea Dwarven Ruins LE U2 = $2.00 Marhault Elsdragon M U $1.00 Drought WwW U1 $1.00 O: 
Ebon Praetor Bk U1 $3.00 Nebuchadnezzar M U1 $4.00 Dwarven Armory R R1_ $2.00 Or 
Ebon Stronghold LE U2~= $2.00 Nicol Bolas M U1. $5.00 Earthlink M R1 $2.00 Of 
} Card Title Color Rarity Price Eee 2 a : ae Obelisk of Undoing A U1 $3.00 Elder Draid G R1 $3.00 af 
H vish Farmer : Palladia-Mors M U1. $5.00 El tal Ai M Ri $3.00 © O 
i = Farrel’s Mantle Ww U3 $1.00 Petra Sphinx WwW U1 $2.00 ae iT pee A R1 3.00 Or 
i e 4 ) Elkin Bottle $ ’ 
Apprentice Wizard Bl U1 $200 Fungal Bloom Gt seo see: Supe Mase Gt am ees YO a 
A ; Hi F i y : Essence Vortex M Ul $1.00 eI 
Ba 1 Pennine a u 5 et ae in Flotilla R y 1 ee Rakalite ce U1. $1.00 Baratical Fever G U1 $1.00 Ph: 
anshee blin Grenade R 2.00 4 : i 
Barl’s Cage A Ul eo “Gobers Rua) sco) Really Bt) eg tee toate M R1 $200 Bit 
Blood Moon R U1 $6.00 Goblin Warrens R01) $5.00 CVO mt : Fire Coyenant M_ U1 $107 45, 
Blood of the Martyr W U2 $2.00 Hand of Justice W Ud, $500 Rubinia Soulsinger Ul $3.00 Flame Spirit R U1 $1009 py, 
Bone Flute A U2 « $2.00 Havenwood Battleground = L U2 $2.00 thee im ie ] ee Flooded Woodlands M R1 $3.00 pyy 
Book of Rass. A U2 $2.00 Heroism Ww U3 $1.00 count G i fe Ul co Flow of Maggots Bk R1 $2.00) Pyr 
Brothers of Fire R U2 $2.00 Hollow Trees N U1 $5.00 ene ee Or Forbidden Lore G R1 $3.00 Rez 
Cave People R U2 = $2.00 Homarid Shaman Bl U1 $1.00 Shield Wall WwW U3 $1.00 Force Void Bl Ul $1.00 Rec 
t City of Shadows L Ul $4.00 Homarid Spawning Bed BI U3 $1.00 Shimian Night Stalker = Bk U3 $1.00 Re 
: : : S Ss M 00 Forgotten Lore G U1 $1.00 C 
i Cleansing Ww U1 $4.00 Icatian Lieutenant Ww U1 $3.00 ivitri Scarzam z U $1. F ti w Ri $100. Rit 
i Coal Golem A U2 = $2.00 Icatian Phalanx Ww 3 $1,00 Sol’kanar the Swamp King M U1 $4.00 He Hon 2 G ‘00 Riv 
i Curse Artifact Bk U2 $2.00 Icatian Priest W U3 $1.00 Stangg M U1 $3.00 reyalise Supplicant U1 81 Ri 
f Dance of Many Bl U1 $4.00 Icatian Skirmishes WwW U1 $3.00 Storm Seeker G U3 $2.00 Freyalise’s Charm G Ul $1.00 Sac 
i Dark Sphere — A U2 $2.00 Icatian Store L U1 $5.00 Takklemaggot BEI 0/3) 1.00 Freyalise’s Winds G RI $2.00 Sea 
H Diabolic Machine A U2 = $2.00 Icatian Town WwW U1 $3.00 Teleport Bl U1 $3.00 Fumarole M U1 $1.00 Ser: 
i Eater of the Dead Bk U2 $2.00 Implements of Sacrifice A U1 $2.00 Tobias Andrion M C1), $1.00 Fyndhorn Bow A U1 $1.00 Shic 
Electric Eel Bl U2 = $2.00 Orcish Captain R U3 $1.00 Tor Wauki M C1 $1.00 Fyndhorn Elder ; U1 $1.00 Shy 
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ICE AGE CARD LIST (cont.) ICE AGE CARD LIST (cont.) HOMELANDS CARD LIST (cont.) ALLIANCES CARD LIST (cont.) 


Color Rarity Price 


Card Title 


Fyndhorn Pollen 
Game of Chaos 
General Jarkeld 
Ghostly Flame 

Giant Trap Door Spider 
Glacial Chasm 
Glacial Crevasses 
Glacial Wall 

Glaciers 

Goblin Lyre 

Goblin Mutant 
Goblin Snowman 
Gravebind 

Green Scarab 
Hallowed Ground 
alls of Mist 
Hecatomb 

Hematite Talisman 
ipparion 

ot Springs 

lurricane 
yalopterous Lemure 
lydroblast 

lymn of Rebirth 

ce Cauldron 

ice Floe 

ceberg 

cequake 

cy Manipulator 

icy Prison 

llusionary Presence 
llusionary Terrain 
llusions of Grandeur 
infernal Darkness 
infernal Denizen 
nfinite Hourglass 
Jester’s Cap 

Jester’s Mask 

eweled Amulet 
Johtull Wurm 
okulhaups 

ustice 
Karplusan Forest 
Karplusan Giant 
Karplusan Yeti 
Kjeldoran Elite Guard 
Kjeldoran Frostbeast 
Kjeldoran Knight 
Kjeldoran Phalanx 
Kjeldoran Royal Guard 
Kjeldoran Skycaptain 
Knight of Stromgald 
Krovikan Elementalist 
Krovikan Vampire 

Land Cap 

Lapis Lazuli Talisman 
Lava Tubes 

Leshrac’s Rite 
Leshrac’s Sigil 
Lhurgoyf 

Lightning Blow 
Lim-Dal’s Hex 

Lost Order of Jarkeld 
Lure 

Maddening Wind 
Magus of the Unseen 
Malachite Talisman 
Marton Stromgald 
Melee 

Melting 

Mercenaries 

Merieke Ri Berit 
Mesmeric Trance 

Mind Warp 

Mind Whip 

Minion of Leshrac 
Minion of Tevesh Szat 
Mole Worms 

Monsoon 

Mountain Titan 
Mudslide 

Musician 

Mystic Might 

Nacre Talisman 

Naked Singularity 
Nature’s Lore 
Necropotence 

Oath of Lim-Dal 

Onyx Talisman 

Orcish Cannoneers 
Orcish Healer 

Orcish Librarian 
Orcish Squatters 

Order of the Sacred Torch 
Order of the White Shield 
ale Bears 

Pentagram of the Ages 
hantasmal Mount 

it Tray 

olar Kraken 


Ox 

Pygmy Allosaurus 
Pyroblast 

"yroclasm 

ality Twist 
Reclamation 

Red Scarab 

Ritual of Subdual 
iver Delta 

‘uned Arch 

Sacred Boon 

Sea Spirit 

Seray 

Shield of the Ages 
Shyft 

Sibilant Spirit 


Color Rarity Price 


Zn 


$2.00 
$2.00 
$3.00 
$3.00 
$1.00 
$1.00 
$2.00 
$1.00 
$2.00 
$3.00 
$1.00 
$1.00 
$3.00 
$1.00 
$1.00 
$2.00 
$3.00 
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War eterCoses 


Card Title 


Silver Erne Bl 
Skeleton Ship 
Skull Catapult 
Sleight of Mind 
Snow Fortress 
Snow Hound 
Snowblind 

Soldevi Golem 
Soldevi Machinist 
Soldevi Simulacrum 
Soul Barrier 
Spectral Shield 
Spoils of Evil 
Spoils of War 
Staff of the Ages 
Stampede 

Stench of Evil 
Stone Spirit 

Storm Spirit 
Stormbind 
Stromgald Cabal 
Stunted Growth 
Sulfurous Springs 
Sunstone 

Swords to Plowshares 
Thermokarst 
Thoughtleech 
Thunder Wall 
Timberline Ridge 
Time Bomb 

Total War 

Touch of Vitae 
Trailblazer 
Underground River 
Updraft 

Urza’s Bauble 
Veldt 

Venomous Breath 
Vertigo 

Vexing Arcanix 
Vibrating Sphere 
Walking Wall 

Wall of Lava 

Wall of Pine Needles 
Wall of Shields 
War Chariot 
Whalebone Glider 
White Scarab 
Whiteout 

Wiitigo 

Wind Spirit 

Wings of Aesthir 
Winter’s Chill 

RY EEN AD 
Word of Blasting 
Wrath of Marit Lage 
Yavimaya Gnats 
Zur’s Weirding 
Zuran Orb 


HOMELANDS CARD LIST 


Booster Pack 
Booster Box 
Complete Set 
Commons not listed 


Card Title 


Abbey Gargoyles 
ABther Storm 
An-Havva Constable 
An-Havva Inn 
An-Havva Township 
An-Zerrin Ruins 
Anaba Ancestor 
Anaba Spirit Crafter 
Apocalypse Chime 
Autumn Willow 
Aysen Abbey 

Aysen Crusader 
Aysen Highway 
Baki’s Curse 

Baron Sengir 

Beast Walkers 
Black Carriage 
Broken Visage 
Castle Sengir 

Chain Stasis 
Daughter of Autumn 
Death Speakers 
Didgeridoo 

Drudge Spell 
Dwarven Pony 
Dwarven Sea Clan 
Eron the Relentless 
Evaporate 

Faerie Noble 
Feroz’s Ban 

Forget 

Ghost Hounds 
Giant Oyster 
Grandmother Sengir 
Hazduhr the Abbot 
Heart Wolf 

Ihsan’s Shade 

Irini Sengir 
Ironclaw Curse 
Joven’s Tools 
Koskun Falls 
Koskun Keep 
Leeches 

Mammoth Harness 
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Color Rarity Price 
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Card Title 


Marjhan 

Mystic Decree 
Narwhal 

Orcish Mine 
Primal Order 
Rashka the Slayer 
Retribution 
Reveka, Wizard Savant 
Root Spider 

Roots 

Rysorian Badger 
Sea Sprite 

Sea Troll 

Sengir Autocrat 
Serra Aviary 

Serra Inquisitors 
Serrated Arrows 
Soraya the Falconer 
Spectral Bears 
Timmerian Fiends 
Truce 

Veldrane of Sengir 
Wall of Kelp 
Willow Priestess 
Winter Sk 
Wizards’ School 


Color Rarity Price 
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ALLIANCES CARD LIST 


Booster Pack 
Booster Box 
Complete Set 


Commons Not Listed 


Card Title 


Arcane Denial 
Ashnod’s Cylix 
Balduvian Dead 
Balduvian Horde 
Balduvian Trading Post 
Bounty of the Hunt 
Browse 

Burnout 

Chaos Harlequin 
Contagion 

Deadly Insect 

Death Spark 
Dinning Returns 
Diseased Vermin 
Dystopia 

Elvish Bard 

Elvish Spirit Guide 
Energy Arc 

Exile 

False Demise 

Fatal Lore 

Feast or Famine 
Floodwater Dam 
Force of Will 
Gargantuan Gorilla 
Gorilla Shaman 
Gustha’s Scepter 
Hail Storm 

Heart of Yavimaya 
Helm of Obedience 
Inheritance 

Ivory Gargoyle 
Juniper Order Advocate 
Kaysa 

Keeper of Tresserhorn 
Kjeldoran Home Guard 
Kjeldoran Outpost 
Krovikan Horror 
Krovikan Plague 
Lake of the Dead 
Library of Lat-Nam 
Lim-Dal’s Paladin 
Lim-Dal’s Vault 
Lodestone Bauble 
Lord of Tresserhorn 
Misfortune 

Mishra’s Groundbreaker 
Misinformation 
Mystic Compass. 
Nature’s Blessing 
Nature’s Chosen 
Nature’s Wrath 
Omen of Fire 
Phantasmal Sphere 
Phelddagrif 
Phyrexian Devourer 
Phyrexian Portal 
Pillage 

Primitive Justice 
Pyrokinesis 

Reprisal 

Ritual of the Machine 
Rogue Skycaptain 
Royal Decree 

Scarab of the Unseen 
Scars of the Veteran 
School of the Unseen 
Seasoned Tactician 
Sheltered Valley 
Shield Sphere 

Sol Grai 

Soldevi Digger 
Soldevi Excavations 
Soldier of Fortune 
Spiny Starfish 
Splintering Wind 
Storm Cauldron 


Color Rarity Price 


$2.00 
$3.00 


BI 
A 
Bk 
R 
L 
G 
Bl 
R 
R 
Bk 
G 
R 
Bl 
Bk 
Bk 
G 
G 
M 
W 
Bl 
Bk 
Bk 
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$5.00 
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Card Title 


Storm Elemental 
Stromgald Spy 
Suffocation 
Surge of Strength 
Sustaining Spirit 
Sworn Defender 
Thawing Glaciers 
Thought Lash 
Tidal Control 
Tornado 


Viscerid Drone 
Wandering Mage 
Whirling Catapult 
Winter’s Night 
Yavimaya Ants 


MIRAGE CARD LIST 


Starter Deck 
Starter Box 

Booster Pack 
Booster Box 
Complete Set 
Commons not listed 


Card Title 


Abyssal Hunter 
Acidic Dagger 
Afiya Grove 
Afterlife 

Aleatory 

Amber Prison 
Amulet of Unmaking 
Ancestral Memories 
Ashen Powder 
Asmira, Holy Avenger 
Auspicious Ancestor 
Bad River 

Barbed Foliage 
Barbed-Back Wurm 
Barreling Attack 
Basalt Golem 
Bazaar of Wonders 
Benthic Djinn 
Blighted Shaman 
Blind Fury 
Blinding Light 
Bone Mask 
Brushwagg 
Burning Palm Efreet 
Cadaverous Bloom 
Canopy Dragon 
Carrion 

Catacomb Dragon 
Celestial Dawn 
Cerulean Wyvern 
Chaosphere 
Charcoal Diamond 
Chariot of the Sun 
Cinder Cloud 
Circle of Despair 
Consuming Ferocity 
Coral Fighters 
Crimson Hellkite 
Crimson Roc 
Crypt Cobra 
Crystal Golem 
Crystal Vein 
Cursed Totem 
Cycle of Life 
Daring Apprentice 
Decomposition 
Delirium 
Discordant Spirit 
Dissipate 

Divine Retribution 
Dread Specter 
Dwarven Miner 
Early Harvest 
Elixir of Vitality 
Emberwilde Caliph 
Emberwilde Djinn 
Energy Bolt 
Energy Vortex 
Enlightened Tutor 
Ersatz Gnomes 
Ether Well 

Ethereal Champion 
Fallow Earth 
Favorable Destiny 
Femeref Archers 
Final Fortune 

Fire Diamond 
Flame Elemental 
Flash 

Flood Plain 
Floodgate 

Foratog 

Forbidden Crypt 
Forsaken Wastes 
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Card Title 


Frenetic Efreet 
Goblin Scouts 
Goblin Soothsayer 
GrassLands 

Grim Feast 
Grinning Totem 
Hakim, Loreweaver 
Hall of Gemstone 
Hammer of Bogardan 
Harbinger of Night 
Harbor Guardian 
Harmattan Efreet 
Haunting Apparition 
Hazerider Drake 
Hivis of the Scale 
Horrible Hordes 
Igneous Golem 
Illicit Auction 
Illumination 
Infernal Contract 
Iron Tusk Elephant 
Jabari’s Influence 
Jolreal’s Centaur 
Jungle Patrol 
Jungle Troll 
Kaervek’s Hex 
Kaervek’s Purge 
Karoo Meerkat 
Kukemssa Pirates 
Lead Golem 
Leering Gargoyle 
Lion’s Eye Diamond 
Locust Swarm 
Lure of Prey 
Malignant Growth 
Mana Prism 
Mangara’s Blessing 
Mangara’s Equity 
Mangara’s Tome 
Marble Diamond 
Maro 

Meddle 

Melesse Spirit 
Mind Bend 

Mind Harness 
Mindbender Spores 
Mire Shade 
Misers’ Cage 

Mist Dragon 

Moss Diamond 
Mountain Valley 
Mtenda Griffin 
Mystical Tutor 
Natural Balance 
Nettletooth Djinn 
Nocturnal Raid 
Null Chamber 
Painful Memories 
Patagia Golem 
Paupers’ Cage 
Pearl Dragon 
Phyrexian Dreadnought 
Phyrexian Purge 
Phyrexian Tribute 
Phyrexian Vault 
Political Trickery 
Polymorph 
Preferred Selection 
Prismatic Boon 
Prismatic Lace 
Psychic Transfer 
Purgatory 

Purraj of Urborg 
Radiant Essence 
Rashida Scalebane 
Ravenous Vampire 
Reckless Embermage 
Reflect Damage 
Reign of Chaos 
Reign of Terror 
Reparations 

Rock Basilisk 
Rocky Tar Pit 
Roots of Life 
Sacred Mesa 

Sand Golem 
Savage Twister 
Sawback Manticore 
Sealed Fate 

Seeds of Innocence 
Shadowbane 
Shallow Grave 
Shauku’s Minion 
Shauku, Endbringer 
Shimmer 

Sidar Jabari 
Sirocco 

Sky Diamond 

Soul Echo 

Soul Rend 

Spatial Binding 


Color Rarity Price 
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PRICES SUBJECT TO CHANGE 


Card Title 


Spectral Guardian 
Spirit of the Night 
Stupor 
Subterranean Spirit 
Sunweb 

Superior Numbers 
Suq’ Ata Firewalker 
Tainted Specter 
Taniwha 

Teeka’s Dragon 
Teferi’s Imp 
Teferi’s Isle 

Telim’ Tor 
Telim’Tor’s Darts 
Telim’Tor’s Edict 
Tidal Wave 
Tombstone Stairwell 
Torrent of Lava 
Tropical Storm 
Uktabi Wildcats 
Unerring Sling 
Unfulfilled Desires 
Unseen Walker 
Unyaro Bee Sting 
Unyaro Griffin 
Vaporous Djinn 
Ventifact Bottle 
Vigilant Martyr 
Vitalizing Cascade 
Volcanic Dragon 
Volcanic Geyser 
Waiting in the Weeds 
Warping Wurm 
Wave Elemental 
Wellspring 
Wildfire Emissary 
Windreaper Falcon 
Withering Boon 
Worldly Tutor 
Yare 

Zebra Unicorn 
Zhalfirin Commander 
Zirilan of the Claw 
Zombie Mob 
Zuberi, Golden Feather 


Color Rarity Price 


Bk 
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VISIONS CARD LIST 


Booster Pack 
Booster Box 


Complete Set 
Commons Not Listed 


Card Title 


Aku Djinn 

Anvil of Bogardan 
Anvil of Despair 
Archangel 

Army Ants 

Blanket of Night 
Bogardan Phoenix 
Brass-Talon Chimera 
Breathstealer’s Crypt 
Brood of Cockroaches 
Chronatog 

City of Solitude 
Coral Atoll 
Corrosion 

Creeping Mold 
Daraja Griffin 
Desertion 
Desolation 
Diamond Kaleidoscope 
Dormant Volcano 
Dragon Mask 
Dream Tides 
Elephant Grass 
Elkin Lair 
Equipoise 
Everglades 

Eye of Singularity 
Femeref Enchantress 
Firestorm Hellkite 
Flooded Shoreline 
Forbidden Ritual 
Foreshadow 

Goblin Recruiter 
Griffin Canyon 
Guiding Spirit 

Heat Wave 

Helm of Awakening 
Honorable Passage 
Hulking Cyclops 
Tron-Heart Chimera 
Juju Bubble 

Jungle Basin 
Kaervek’s Spite 
Karoo 

Katabatic Winds 
Kookus 

Kyscu Drake 
Lead-Belly Chimera 
Lichenthrope 
Lightning Cloud 
Longbow Archer 


$.50 ea 


Color Rarity Price 


Bk $2.00 
$4.00 
$5.00 
$8.00 
$2.00 
$1.00 
$5.00 
$1.00 
$3.00 
$1.00 
$3.50 
$8.00 
$1.00 
$3.00 
$3.00 
$1.00 
$4.00 
$1.00 
$2.00 
$1.00 
$1.00 
$1.00 
$1.00 
$4.00 
$5.00 
$1.00 
$3.00 
$3.00 
$7.00 
$3.00 
$4.00 
$1.00 
$2.00 
$3.00 
$3.00 
$1.00 
$1.00 
$2.00 
$1.50 
$1.50 
$1.00 
$2.00 
$3.00 
$1.00 
$3.00 
$5.00 
$1.00 
$1.00 
$4.00 
$3.00 
$2.50 


wee>> 


comtaas 


WUWES SU SPOUSO > Ww SOZOOWNE>D 


== 
GCRACCAACACCCCCCCAACCAAAAACAACCCCACACCACAACACACCAAAD 


ZAOLOROU MUS > mE>mErA 


Card Title 


Magma Mine 
Man-o’-War 

Matopi Golem 
Miraculous Recovery 
Mob Mentality 
Mundungu 

Natural Order 
Necromancy 
Necrosayant 
Nekrataal 

Ogre Enforcer 
Ovinomancer 

Peace Talks 
Phyrexian Marauder 
Pillar Tombs of Aku 
Prosperity 

Pygmy Hippo 
Quicksand 

Quirion Druid 
Rainbow Efreet 
Relentless Assault 
Relic Ward 
Retribution of the Meek 
Righteous War 
Rowen 

Sands of Time 
Scalebane’s Elite 
Shimmering Efreet 
Simoon 

Snake Basket 
Spitting Drake 
Squandered Resources 
Stampeding Wildebeests 
Suleiman’s Legacy 
Summer Bloom 

Suq’ Ata Assassin 
Talruum Piper 
Teferi’s Honor Guard 
Teferi’s Puzzle Box 
Teferi’s Realm 
Tempest Drake 
Three Wishes 

Time and Tide 
Tin-Wing Chimera 
Tithe 

Triangle of War 
Uktabi Orangutan 
Undiscovered Paradise 
Vampiric Tutor 
Vampirism 

Viashino Sandstalker 
Viashivan Dragon 
Wand of Denial 
Waterspout Djinn 
Wind Shear 
Zhalfirin Crusader 


IGUANAS MAGIC PRICE GUIDE * ORDER NOW CALL 888-8-IGUANA 
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Color Rarity Price 
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WEATHERLIGHT CARD LIST 


Booster Pack 
Booster Box 
Complete Set 


Commons Not Listed 


Card Title 


Abduction 
Abeyance 
Aboroth 

ABther Flash 
Agonizing Memories 
Alabaster Dragon 
Ancestral Knowledge 
Arctic Wolves 
Argivian Find 
Argivian Restoration 
Aura of Silence 
Avizoa 

Barishi 

Bone Dancer 
Bosium Strip 
Bubble Matrix 
Buried Alive 

Call of the Wild 
Chimeric Sphere 
Cinder Giant 
Circling Vultures 
Cloud Djinn 

Cone of Flame 
Debt of Loyalty 
Dense Foliage 
Desperate Gambit 
Dingus Staff 
Doomsday 
Downdraft 
Dwarven Thaumaturgist 
Ertai’s Familiar 
Fallow Wurm 
Familiar Ground 
Fervor 

Festering Evil 
Firestorm 
Foriysian Brigade 
Fungus Elemental 
Gaea’s Blessing 
Gallowbraid 
Gemstone Mine 
Gerrard’s Wisdom 
Goblin Bomb 
Goblin Grenadiers 


ADVERTISEMENT 


$69.95 
$149.00 
$1.00 ea 


Color Rarity Price 


Bl U $2.00 
WwW R_— $11.00 
G R $3.00 
R U $3.00 
Bk U $1.00 
Ww R $8.00 
Bl R $8.00 
G U $1.50 
Ww U $1.50 
Bl U $1.00 
Ww U $1.00 
Bl R $5.00 
G U $1.50 
Bk R $6.00 
A R $4.00 
A R $7.00 
Bk U $1.00 
G R $4.00 
A U $1.50 
R Ut $1.00 
Bk U $1.00 
Bl U $1.50 
R U $1.50 
Ww R $5.00 
G R $5.00 
R U $1.00 
A U $2.50 
Bk R $6.00 
G U $1.00 
R R $5.00 
Bl R $6.00 
G U $1.00 
G U $1.50 
R R $4.00 
Bk U $1.00 
R R $5.00 
WwW U $1.00 
G R $4.00 
G U $3.00 
Bk R $4.00 
L U $6.00 
WwW U $1.00 
R R $7.00 
R U $1.00 
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Card Title 


Harvest Wurm 
Heart of Bogardan 
Heat Stroke 
Hidden Horror 
Hurloon Shaman 
Infernal Tribute 
Inner Sanctum 
Jabari’s Banner 
Lava Hounds 
Liege of the Hollows 
Llanowar Behemoth 
Lotus Vale 

Mana Web 
Maraxus of Keld 
Master of Arms 
Mischievous Poltergeist 
Mistmoon Griffin 
Morinfen 
Mwonvuli Ooze 
Nature’s Resurgence 
Necratog 

Noble Benefactor 
Null Rod 

Odylic Wraith 
Orcish Settlers 
Paradigm Shift 
Peacekeeper 
Pendrell Mists 
Phantom Warrior 
Phyrexian Furnace 
Psychic Vortex 
Relearn 

Revered Unicorn 
Roe Hatchling 
Rogue Elephant 
Scorched Ruins 
Serenity 

Serra’s Blessing 
Serrated Biskelion 
Southern Paladin 
Steel Golem 
Strands of Night 
Straw Golem 
Sylvan Hierophant 
Tariff 

Teferi’s Veil 

Thran Forge 

Thran Tome 
Thundermare 
Timid Drake 
Tolarian Entrancer 
Tolarian Serpent 
Touchstone 
Tranquil Grove 
Urborg Justice 
Urborg Stalker 
Veteran Explorer 
Vodalian Illusionist 
Volunteer Reserves 
Wave of Terror 
Well of Knowledge 
Winding Canyons 
Xanthic Statue 


TEMPEST 


Booster Pack 
Booster Box 
Starter deck 
Starter box 
Complete Set 


Color Rarity Price 


Bk 


Bl 


BI 


Commons Not Listed 


Card Title 


Abandon Hope 
Altar of Dementia 
Aluren 

Ancient Tomb 
Ancient Runes 
Angelic Protector 
Apes of Rath 
Apocalypse 
Armor Sliver 
Auratog 
Avenging Angel 
Barbed Sliver 
Bellowing Fiend 
Benthic Behemoth 
Boil 

Booby Trap 
Bottle Gnomes 
Bounty Hunter 
Caldera Lake 
Canyon Drake 
Carrionette 
Chaotic Goo 
Charging Rhino 
Chill 

Choke 

Cinder Marsh 
Coffin Queen 
Cold Storage 


Commander Greven il=Vec 


Corpse Dance 
Counterspell 
Crazed Armodon 
Cursed Scroll 
Dauthi Embrace 
Dauthi Ghoul 


Bk 


ost ae 


POWWEH > BCOWO DEA W>> mE SeecOemrO> 


ARADCCCAAACAACAACCACCCCACCAANCECCACCAAACCACCAAACCCAAACACCAACCIAAN 


COAANAAAACCCCAAAAACACAACAACACCCCAAG 


$.75 ea 


$1.00 
$6.00 
$8.00 
$1.00 
$1.00 
$2.00 
$1.00 
$6.00 
$1.00 
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Color Rarity Price 
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IGUANA'S MAGIC PRICE GUIDE * ORDER NOW CALL 888-8-IGUANA 


| | TEMPEST LIST cont) | TEMPEST LIST (cont) STRONGHOLD LIST (cont) 


Card Title Color Rarity Price Card Title Color Rarity Price Card Title Color Rarity Price Card Title 


Color Rarity Price 


ad 
PAA 


$6.00 
$2.00 
$2.00 
$1.00 
$2.00 


Evacuation 
Fanning the Flames 
Flame Wave 
Flowstone Hellion 
Flowstone Mauler 


$1.00 Rathi Dragon R 
$1.00 Reanimate Bk 
$4.00 Reap 

$8.00 Renegade Warlord 


authi Mercenary Bk 
authi Mindripper Bk 
Deadshot R 
eath Pits of Rath Bk 
jismiss 


Wall of Souls 
Wall of Tears 
Warrior Angel 
Warrior en-Kor 


$2.00 
$2.00 
$8.00 
$1.00 


wn 
ASS 


$2.50 


regs 


Echo 


Elven 


Energi 


Ertais 


irtcowl Wurm 
racoplasm. 
read of Night 


of Sorrow 


uplicity 


Chamber 


Earthcraft 
Eladamris Vineyard 
"Eladamris, Lord of Leaves" G 


Warhounds 


Emerald Medallion 
Emmessi Tome 


izer 


Enraging Licid 


Meddling 


Escaped Shapeshifter 
Essence Bottle 
Excavator 

Extinction 

Fevered Convulsions 
Field of Souls 

Firefly 

Flailing Drake 
Flickering Ward 
Fighting Drake 
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$6.00 
$5.00 
$2.00 
$5.00 
$2.50 
$4.00 
$7.00 
$10.00 
$7.00 
$2.50 
$6.00 
$5.00 
$7.00 
$1.00 
$4.00 
$4.00 
$1.00 
$1.00 
$4.00 
$3.00 
$6.00 
$1.00 
$1.00 
$2.50 
$1.00 


Reflecting Pool 
Repentance 
Reckless Spite 
Recycle 

Rootwater Diver 
Rootwater Matriarch 
Rootwater Shaman 
Rootwater Depths 
Root Maze 

Ruby Medallion 
Sacred Guide 
Sapphire Medallion 
Safeguard 

Salt Flats 

Scabland 
Sarcomancy 
Scalding Tongs 
Scragnoth 
Scorched Earth 
Screeching Harpy 
Scroll Rack 

Serene Offering 
Segmented Wurm 
“Selenia, Dark Angel” 
Searing Touch 
Shadowstorm 
Shocker 
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Gliding Licid 
Grave Pact 
Heartstone 

Heat of Battle 
Hermit Druid 
Hesitation 
Hibernation Sliver 
Hidden Retreat 
Horn of Greed 
Hornet Cannon 
Intruder Alarm 
Invasion Plans 
Jinxed Ring 
Lancers en-Kor 
Mask of the Mimic 
Megrim 
Mindwarper 
Mindpeel 

Mogg Infestation 
Mogg Manaic 
Mortuary 

Mox Diamond 
Portcullis 

Primal Rage 
Pursuit of Knowledge 
Ransack 


mo 
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$1.00 
$5.00 


123 N. Linn, STE 1-A 


ORDER FORM 


Iguana’s Comic Book Cafe 


$1.00 
$5.00 
$3.00 
$6.00 
$3.00 
$7.00 
$1.00 
$1.00 
$3.00 
$2.50 
$8.00 


Flowstone Salamander 
Flowstone Sculpture 
Flowstone Wyvern 
Fool's Tome 

Fugitive Druid 

Furnace of Rath 
Fylamarid 

Gallantry 

Gerrard's Battle Cry 
Goblin Bombardment 
Grindstone 


wWHARZSTS>WAO> 


lowa City, lowa 52245 
Toll Free 1-888-844-8262 
Phone: 319-338-0086 
Fax: 319-338-1663 
Placing An Order 
* Order may be placed over the phone, by fax, 


by email, or through the mail. Our phone num- 
ber is 319-338-0086. Our email address is 


Rebound 

Reins of Power 
Revenant 
Rolling Stones 
Runination 
Sacred Ground 
Scapegoat 
Shaman en-Kor 
Shard Phoenix 
Shifting Wall 


Skyshroud Condor 
Skyshroud Forest 
Skyshroud Vampire 
Sky Spirit 
Souldrinker 

Soltari Crusader 
Soltari Emissary 
Soltari Guerillas 
Soltari Monk 
Soltari Priest 


or 
La 


Hand 
Harro 


Helm 


mp's 


Jackal 
Jet M 


Kraki 


Light 


Lotus 


nsigh 
interdict 
intuition 
invulnerability 


Ghost Town 
Hanna's Custody 


to Hand 
We 


Havoc 
Heartwood Giant 
Heartwood Trefolk 


of Possession 


Horned Sliver 
Humility 


Pup 
edallion 


inxed Idol 
Kezzerdrix 
Knight of Dawn 
Knight of Dusk 


in 


Leeching Licid 
Legacy's Allure 
Legerdemain 


of Day 


Living Death 
Lobotomy 


Petal 


Maddening Imp 
Magmasaur 
Magnetic Web 
Mana Severance 
Marble Titan 


Maze 


of Shadows 


Mawcor 
Meditate 


Mind 


whip Sliver 


Minion of the Wastes 
Mirris Guile 

Mogg Hollow 
Mneumonic Sliver 
Mogg Cannon 

Mogg Squad 

Mongrel Pack 
Nature's Revolt 
Needlestorm 


No Qi 


Juarter 


Nurturing Licid 


Oppo 
Orach 


rtunist 
le En Vec 


Orim's Prayer 


"Orim, Samite Healer” 


Overrun 
Pallimund 
Patchwork Gnomes 


earl 


ain 
ang 


erish 


Medallion 


egasus Refuge 
Phyrexian Grimoire 
hyrexian Hulk 
Phyrexian Splicer 
ine Barrens 
recognition 
ropaganda 

Puppet Strings 
Quickening Licid 


of Tears 
er En-Vec 
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$1.00 
$4.00 
$5.00 
$1.00 
$1.00 
$3.00 
$1.00 
$6.00 
$2.00 
$8.00 
$1.00 
$1.00 
$1.00 
$5.00 
$1.00 
$2.50 
$6.00 
$5.00 
$3.00 
$2.50 
$1.00 
$1.00 
$1.00 
$1.00 
$2.00 
$1.00 
$9.00 
$2.50 
$1.50 
$3.00 
$2.50 
$1.00 
$4.00 
$3.00 
$2.00 
$4.00 
$8.00 
$1.00 
$7.00 
$4.00 
$1.00 
$1.00 
$1.00 
$1.00 
$6.00 
$7.00 
$1.00 
$3.00 
$1.00 
$1.00 
$5.00 
$1.00 
$6.00 
$2.50 
$4.00 
$1.00 
$1.00 
$6.00 
$2.00 
$5.00 
$1.00 
$1.00 
$6.00 
$4.00 
$3.00 
$2.50 
$1.00 
$3.00 
$1.00 


Spontaneous Combustion 
Spirit Mirror 

Starke of Rath 
Staunch Defenders 
Static Orb 

Stalking Stones 

Steal Enchanment 
Stinging Licid 

Storm Front 

Sudden Impact 
Tahngarths Rage 
Telethopter 

Thalalsos Dreamsower 
Thalalsos Lowlands 
Thumbscrews 

Time Warp 

Tooth and Claw 
Torture Chamber 
Tradewind Rider 
Trumpeting Armodon 
Unstable Shapeshifter 
Verdant Force 
Verdigris 

Vhati-il-Dal 

Vec Townships 
Warmth 

Wasteland 

Watchdog 

Whim of Volrath 
Whispers of the Muse 
Wind Dancer 

Winds of Rath 
Winter's Grasp 

Wild Wurm 

Wood Sage 

Worthy Cause 


STRONGHOLD 


Booster Pack 
Booster Box 


Preconstructed Box 


Complete Set 


Commons Not Listed 


Card Title 


Acidid Sliver 
Amok 
Awakening 
Bottomless Pit 
Bullwhip 
Burgeoning 
Calming Licid 
Carnassid 
Constant Mists 
Contemplation 
Convulsing Licid 
Corrupting Licid 
Crovax the Cursed 
Crystalline Sliver 
Dauthi Trapper 
Dream Halls 
Elven Rite 
Ensnaring Bridge 
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Call 
Call 
$159.95 
$1.00 ea 


Color Rarity Price 


$2.00 
$2.00 
$4.00 
$2.00 
$1.00 
$4.00 
$1.00 
$3.50 
$1.00 
$1.00 
$1.00 
$1.00 
$3.50 
$2.00 
$1.00 
$6.00 
$2.00 
$6.00 


POWRERNASZOOSO> WORE 
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Sliver Queen 

Silver Wyvern 
Skeleton Scavengers 
Soltari Champion 
Spike Breeder 

Spike Feeder 

Spike Soldier 
Spined Sliver 
Spitting Hydra 
Stronghold Assassin 
Stronghold Taskmaster 
Sword of the Chosen 
Temper 

Thalakos Deceiver 
Verdant Touch 
Victual Sliver 
Volrath’s Gardens 
Volrath’s Laboratory 
Volrath’s Stronghold 
Volrath’s Shapeshifter 
Walking Dream 

Wall of Blossoms 
Wall of Essence 
Wall of Razors 


1 
| ADDRESS 
| CITY 


! 
| PHONE 
1 
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COPA RAAACAACACAACCCAAAAA CAA CAAAAACCACAAACACACCCAAACAACCACCAAACCCA 


RETAIL ONLY 


1] Visa oO Mastercard Oo Discover LI Check/Money Order 
I 


I 
} CREDIT CARD # 


! Exp Date 


SIGNATURE 


| Orders paid by personal checks allow 


4-5 weeks for delivery. 


www.iguanas-cbc.com ° cards@iguanas-cbc.com * 1-888-844-8262 


RICES SUBJECT TO CHANGE 


ADVERTISEMENT 


cards@iguana-cbc.com. If you are placing an 
order by mail complete this form or a facsimile 
and return it to us. 

° We accept Money Orders, Checks, Visa, 
MasterCard, & Discover. When paying by check, 
orders will be held until the check clears. Most 
other orders are shipped within 24 hrs. 

* Payments for international orders may be made 
by Credit Card or by International Money 
Order in U.S. funds routed through a U.S. Bank 

* No C.0.D.s. 

* Figure postage separately for items not ship- 
ping together. 

« No cancellations on Pre-Orders. 

¢ We strive to deliver great service. Let us know 
how we do. 
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-uropean Championships 


| July 10 - 12, 1998 - Brussels, Belgium, 
| ~— Heyzel Exhibitionpark, Palace 10 , | 


Europe’s top Magic® players compete for a total cash purse side events featuring all kinds of formats, or have their 
of $70,000 (USD) and an invitation to the 1998 

Magic: The Gathering® World Championships 

in Seattle, Washington, U.S.A. This strictly @m ; a Make sure you don’t miss this highly profiled 
invitational event will host players from more Bi | and heroic battle for the European title. 


than 20 countries. : f / ore inform< , call Wizards of the Coast 


Players not qualified for the main tournament 


are invited to take part in more than a hundred 


Wizarbs oF THE Coast, Magic: The Gathering, and Magic are registered trademarks of Wizards of the Coast, Inc. ©1998 Wizards of the Coast, Inc. 
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WN oe sion (60-card starters, $9.50; 9-card Cloud City boosters as well as six “preview 
CLAP DB a a boosters, $2.50) should now be in stores. _ cards’ the Mon Calamari Cruiser, rebel 


standalone (but still compatible) expan- ited Premuere, two Dagobah, and two 


This “double-sized” set will introduce leader Mon Mothma, and Flagship Oper- 


[continued] both the Bajoran and Cardassian affilia- ations for the light side, and Thunderflare, 
tions. [4e Dominion is the name of the Rapid Deployment, and the Sarlaac for 
the shelves. The next expansion for long-awaited “battle expansion’ that the dark side. The Special Edition expan- 
INWO bears the moniker Bavarian Fire — Decipher promises will revolutionize a sion will draw on the new images and 
Drill. This 100-card set willcome com- —_ somewhat predictable space combat sys- _ characters introduced in last year's re- 


plete in one box and should hit stores by _ tem. The set will also introduce the release of the Star Wars trilogy. Look for it 
November. <sjgames @ io.com>; Dominion affiliation—look for Vorta, Jem _ to be sold in both starters and boosters in 


<www.sjgames.com> Haldar, and the shapeshifting Founders to September. Decipher will sponsor a 
eater the game around November. nationwide tournament weekend in late 
| Middle-earth: The Wizards _ | <(CGCustomerService @ decipher.com>; August dedicated to SW:CCG fan 
(Iron Crown Enterprises, Charlottesville,  <www.decipher.com> Shawn Valdez, who died of cancer in 
VA): The long-awaited expansion based 1996 at age 13. Proceeds will benefit a 
on the demonic creature of Moria, The © Star Wars CCG (Decipher): children’s cancer fund in Valdez’s home- 


Balrog, was scheduled for the first week in Unlimited (white border) editions of the town, Jacksonville, Florida (a card in the 
July at the time of this writing. The set sold-out 4 New Hope, Hoth, and Dagobah — Hoth expansion commemorates Valdez). 
will include more than 100 cards (12-card _ expansions should now be available. The <(CGCustomerService @ decipher.com>; 

boosters with 2 rares will sell for $3.25) nd Anthology will include eight unlim- _ <www.decipher.com> 

with a 64-page Balrog Players Guide due 7 _ . 

to follow shortly thereafter. Steve Arens- 
berg’s third MECCG Sites & Scenarios 
booklet, tentatively titled Here Be Dragons, 
will cover the Rhovanion region. The 
Elrond’s House board game (which will 
use cards similar to the [CG’s, although — 
they will not be compatible) is slated for . 
September. September will also bring the gia peed es _ the industry, it ee not be possible _ 
release of The Dwarf Lords (as well as The lans to release : to complete development of the 

Dwarf Lords Players Guide). This set will _ cademy toward the endof game within a reasonable timeframe. — 


allow the dwarves to take back long-lost _ he : 

dwarven homelands like Moria and the _ 3 players joi Dragonheart fans take note—the 
Lonely Mountain, letting the Free Peo- ler the tutelage of makers of Shadow Masters, Psygno- __ 
ples fend for themselves. the Shakespeare- sis, are planning a 3D action adven- 


<ice@ ironcrown.com>: <www.ironcrown.com> awk from StarTrek VI: ture game called Drakan that will 
d Country. Eventually, allow your main character toteamup __ 


gage the Federation itselfin with a dragon to conquer the usual 


© Shadowrun (FASA Corporation, 


Chicago): Revised tournament rules rusing everything from assortment of wizards, warriors, and 
should be out now, covering one-on-one, | to agile Birds-of-Prey. beasts. Watch for Drakan in early 
sealed deck, multiplayer, and other for-__ 1209. 

mats. Late July will bring the 90-card h oie discussion, _ 


Corp War expansion (15-card boosters, ertal has decidec Squaresoft has announced plans _ 
$2.95), with megacorp-sponsored run- ment of V for yet another installment inthe __ 
ners, contacts, locations, and agendas. d of the Clans. increasingly inaccurately named Final 
New starting cards included in this set review of: Fantasy series for the PlayStation. No _ 
will function in a fashion similar to the __ letermi word yet on whether Final Fantasy 
strongholds from Legend ofthe Five __ nt statusand —s-VIIT will also eventually be ported to 
Rings. <FASAInfo@ aol.com>; <www.fasa.com> aging technology of the P PC side like FFVIL 


© Star Trek CCG (Decipher, Norfolk, 
VA): The 260-card Deep Space Nine 
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> by Christopher Guilmet 


Sealed witha Kick 


Official Sealed Decks Invigorate 
_Decipher's Tournament Scene 


phase. No waiting for a lreaty to appear; get it out now 
and start playing a unified Alpha Quadrant. If the Treaty is nul- | 
lified, discard the objective and “exchange” (discard) two cards 
from your hand for any Treaty in your discard pile. It’s a red 
neon sign reading treaties are very important. 
_ Another equalizer is the Spacedoor. This two-sided, hard-to- 
introduced for both the Star Wars CCG and the Star Trek conceal doorway card plays “open” on an Outpost and lets you 
either download a universal ship or nullify a Static Warp Bubble 
if you have an e p in play. Using the Spacedoor “closes” 
five boosters and a pack of fe ‘cards Genta to Bee players it, flipping the card over. While closed, your opponent's Red 
. Alert affects your outpost. Its only drawback is its expense—one 
seed slot to play, a card play to use, and a card loss to reopen. 
: There are three planet and three space missions—all are 
The Sky’ s the time |. universal and most have fairly | low point value. [here is 4 good 
Decipher definitely had simplification in mind while design- spread of common and uncommon skills scattered among the 
ing the new Star Trek CCG: Official Tournament Sealed Deck. To —_ 


participate in a sealed-deck tournament in the past, a player Star Ware and St ar Trek © 


had to bring commons from home, a Warp Pack, a starter, and 
a booster. The new sealed-deck box now contains all the cards & Ona ent 


needed to build a successful deck. As an added improvement, 
Decipher replaces the starter pack and a booster with five 
boosters—this gives each player five rares rather than three. | 
My playtesting partner could barely control himself when he _ 
unwrapped the Future Enterprise. He couldn’t use it (one A/ter- 
nate Universe booster just doesn't pack enough AU-icon per- : ‘ ye 
a bor oh | ct decmnak off ih includes 4 Premiere Unlimited 
sonnel), but it was mighty cool to see it decloak o € boasters, |New Hope howto ad 
starboard bow. 18 fixed cards (9 dark, 9 light). 
If the Star Trek CCG: Scaled Deck relied only on boosters it Star Trek: Sealed deck includes 
wouldn't warrant a review, but the box includes 20 cards that = ere Unlimiced Doster, 
| Alternate Universe booster, | 
both prevent the abuse of game-breaking cards and enrich the and 20 fixed cards. os 
commons in the boosters. The most useful of these is Treaty: | 


he intergelatiaa punting press has been running 
overtime at Decipher, In addition to the recently 
released Star Wars: Jabbas Palace expansion. [see page 


74], new Official Tournament Sealed Decks have been 


CCG. These sealed decks are similar in design—both contain 


FORMAT 
Star War's: Sealed deck 


/ / / a DESIGN 
Federation/Romulan/Klingon, which allows free use of every Decipher Design Team 
ship and persgancl card found in the ber ‘The down side is that dee brncexio. 
an opponent's missions may not be attempted, nor can there be Decipher Art Team 
any side decks in play. While this isn’t an issue for the sealed- 

_ CONTACT 
deck format, I doubt the card will appear in standard games. Decipher, Ine. 


A Treaty card is so important to sealed decks that there’s an (757) 623-3600 
objective to ensure it enters play immediately. Open Diplomatic www.decipher.com 
Relations lets you seed any one Treaty during the doorway 


THE DUELIST AUGUST 1998 71 


» by Cory Herndon 


ike the prodigal Jedi Luke Sky- 
walker, Decipher returns to the 
roots of the Star Wars CCG 
with the release of Jabba’ 
Palace. This set is the first 
expansion to cover events from Return of 
the Jedi, and it completely rewrites the 
Star Wars playbook with dozens of new 
aliens, “seedable” effects, and treacherous 
new locations both on and off Tatooine. A 
few old favorites get persona makeovers 
(one even receives a metal brassiere), and 
long-forgotten desert dwellers finally get 
the respect they deserve. 


Bo Shuda 


Jabba’ Palace introduces several locations 
that shake up the “classic” look of water- 


! poor Tatooine. Exterior locations now 


deploy between Jabba’s Palace sites and 


the starport town Mos Eisley. The Palace 
itself is an exterior Tatooine site that acts 
as a kind of dark Dagobah—each turn, 
the dark player may deploy any Jabba’s 
Palace site straight from the reserve deck. 
The Palace attaches to the interior/exte- 
rior Entrance Cavern that leads into the 
bowels of Jabba’s domain. 

The Audience Chamber is by far the 
most influential new location that will 
shake up the game. This site, available in 
both light and dark versions, is the cen- 
terpiece of several new game effects. The 
dark version of the site allows you to 
deploy an alien straight from the reserve 
deck—this will usually be Jabba himself, 
but can also be handy for getting your 
“Steve” Boba Fett into play when you 
need him most. Many new and old 
unique aliens give bonuses to their 
generic kin while at the Audience 
Chamber, such as the new non-unique 


“Et Tu Taka Bu Jabba Now!" 


Decipher Plays 
the Palace 


Ithorians that receive power and forfeit 
+2 from Momaw “Hammerhead” 
Nadon. The Hutt also holds the leases 
for his own Droid Workshop, his Dun- 
geon, and, of course, the Rancor Pit 
(complete with Rancor), but if you want 
to talk to the master of the Palace you'd 
better be in the Chamber. 


Artoo, I Have a Bad 
Feeling about This 
The Empire and the Rebellion take a 
back seat this time around—/abba’s 
Palace is all about aliens. The Hutt him- 
self, Jabba Tesilijic Tiure, is arguably the 
most useful dark character since Vader. 
He’s no dark Jedi, but his influence pro- 
vides phenomenal benefits to other dark 
aliens. His deploy cost of six is the same 
as the Sith Lord, but he deploys for two 
less force on Tatooine. Four ability seems 
about right for an old Jedi hunter like 
Jabba and allows him to draw battle des- 
tiny alone. While at the Audience 
Chamber he adds one forfeit to a// your 
other aliens and lets you activate a force 
any time you drain with an alien 


Jabba's Palace is 
all about aliens. 


character. While he can effectively swing 
a saber, the Hutt should stick to what he 
does best: sitting on his big fat tail and 
being the boss. 


lieutenants and henchbeings and are 
relayed by his majordomo Bib Fortuna. 
The tentacle-headed Twi’Lek works as a 
dark Lobot, preventing opponent’s move- 


Jabba’s orders are executed by a bevy of 


ment and allowing guards to deploy as 
“reacts” while at any Palace site. The sub- 
tly monikered Ephant Mon is not an ani- 
mal, but he is a huge thorn in the light 
side—preventing light gamblers, spies, 
and thieves from deploying or even mov- 
ing to the same site. Jabba’s “weapon- 
smith,” Odle, resembles a 
decomposing sausage and can draw any 
generic blaster as a react. 

Several new dark characters aid and 
improve upon existing aliens. laym 
Dren-garen aids Tusken Raiders while 
at the Audience Chamber, and two new 
dark Jawas join Dathcha in the sand- 
crawler. For the first time since the pre- 


Hermi 


miere release, decks centered around 
these species are potent forces to be 
reckoned a 

with. 


2 


Even droids are getting in on the 
action in the Palace. One of the few non- 
alien characters in this set, EV9D9, runs 
Jabba’s Droid Workshop—you may 
remember seeing Eevie toast the feet of a 
power droid with hot irons while chew- 
ing out Artoo and Threepio. This 
remarkable droid can actually force drain 
at a number of locations, but cannot bat- 
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tle or be battled, finally making droid 
decks practical. 


Fearless 

and Inventive 

While it might seem that the dark side 
receives the Sarlaac’s share of scum and 
villainy, the good guys get nearly as 
many characters as their opponents. 
Tamtel Skreej is a new ‘spy’ version of 
Lando that can pull Undercover straight 
from the reserve deck. Princess Leia 
(that’s Leia number three for those 
keeping score) has the same basic stats as 
her Cloud City predecessor, but deploys 
as a captive. In addition to being far and 
away the best-looking card in the set, 
the Princess allows the light side to 
retrieve five force when she’s released — 
not as difficult as it seems. [his set also 
offers the first new persona for a droid, 
Artoo. C-3PO’s counterpart still bears a 
dual destiny number like the original, 
but now the light player may choose 
between one and six rather than two and 
five. He also gains more benefits from 
Hero of a Thousand Devices and other 
R2-unit cards. 

Several more aliens round out the light 
side, most notably musicians. Led by a 
big-eared muppet named Max Rebo, 
Jabba’s house band grants numerous bene- 
fits to other musicians. Max himself low- 
ers the deploy cost of other musicians by 
one and raises their forfeit by three. 
Droopy McCool, Rebo’s lead jizz wailer, 
gains immunity to attrition less than the 
total number of other musicians on the 
table, as do others of his Kitonak species. 
Droopy can also handle the desert as well 
as the Jawas and Sand People. The lovely 
(if short-lived) Twi Lek named Oola is a 
counter to the dark sides Miyoom 
O’nith, letting you look at your oppo- 
nent’s hand and return unique males to 
the used pile. 

The canniest new musician may well be 
the drop-dead babe called Jess. This 
charming chanteuse retrieves one force 
whenever you deploy a musician to the 
same site. With Reflection on Leia and a 
skiff-load of musicians for Jess and the 
Kitonaks, the light side can make a very 


effective stand at the Palace. 
Other light aliens improve upon exist- 
ing cards. Three powerful new Jawas will 
send players back to their binders, as will 
like Moisture Farmers of 
Tatooine (Local 253) representa- 
tive Ardon “Vapor” Crell. “Vapor” 
deploys for free on Tatooine and 


cards 


adds to force drain and immu- 
nity to attrition when pre- 
sent with a Vaporator. 
The Seekers from A 
New Hope deploy for 
free to the same site 


i / 


Jabba keeps his friends close and his 


Naturally, several “theme effects” in this 
set are designed to be used from the get- 
go, including the bounty hunter-oriented 
All Wrapped Up—bounty hunters may 
capture any character forfeited 
: om battle by the light side, 
) just like that. Scum and 

Villainy may well prove 
stronger than the vaunted 
Walker Garrison and Dark 
Deal decks. One of many new dark 
cards that enhance force retrieval 
for the forces of evil, S&V 
A deploys to the 


enemies chained to his neck. 


as the diminutive, anteater-like Attark. 
This two-power, two-ability alien also 
lets Seekers move for free and ignore any 
targets present. No more sending your 
‘Tarkin Seeker out on the prowl only to 
have the bad guys shove a generic pilot in 
its path. 


Maneuvered Effects 
Although half of this set consists of char- 
acters, the best new cards in Jabba’ Palace 
are not characters at all—they’re inter- 
rupts. [wi’Lek Advisor (dark) and The 
Signal (light) are examples of the only 
new card type introduced in this set: used 
or starting interrupts. In their used 
forms, both Twi Lek Advisor and The 
Signal allow you to search your reserve 
deck for an effect to immediately draw 
into your hand. That’s handy. The “start- 
ing” part is where it gets interesting, 
though. Decipher borrows a trick from 
the Star Trek CCG, allowing players to 
essentially “seed” one effect after starting 
locations are shown. This simple action 
completely overhauls the game. Finally, 
entire decks can be constructed around 
one central theme without fear of bum 
draws or painful discards ruining your 
plans by forcing you to lose your central 
card. Players can also stop wasting as 
much as a tenth of their decks protecting 
that card. 


Audience Chamber and subtracts one 
from the deploy cost of all your aliens and 
ships when aliens and independent star- 
ship pilots provide all of your ability on 
the table. Even better, you can retrieve 
two force every time you battle! 
Resistance (dark) and Ultimatum 
(light) play off the new “battleground” 
location distinction. Battlegrounds are 
locations where both sides have force 
icons and no deployment or battle 
restrictions are present, and these cards 
will prevent characters from “holing up” 
at a hard-to-reach location. Den of 
Thieves (and its light-side counterpart, 
Bargaining Table) further validates decks 
based around non-unique aliens like 
Jawas; these characters can be placed 
from your hand onto the effect for free to 
cancel any force drain. The aliens can 
then deploy directly from that effect, 
both protecting them from cards like 
Scanning Crew and keeping your hand 
size from growing too large. Sandwhirl 
comes in both light and dark versions as 
well. A variation on the Ice Storm from 
Hoth, this mobile effect moves across the 
‘Tatooine desert causing everyone but 
Kitonaks, Jawas, and Tusken Raiders to 
go missing. All of the aforementioned 
cards are tremendously useful against 
non-alien decks—the minute Obi-Wan, 
Vader, or even Boba Fett go alien hunt- 
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ing, drop a Sandwhirl on their heads and 
they won't be bothering you for a while. 
The light side does receive a few 
effects all its own. A natural choice for a 
starting effect is 1 Must Be Allowed to 
Speak, which allows any Luke to deploy 
to a Jabba’s Palace site (Son of Skywalker 
springs to mind). Once he’s deployed, 
this card then moves onto Luke to make 
him immune to attrition on Tatooine. 
Period. A Gift is an insidious immediate 
effect that can make any droid an instant 
Undercover spy, but also hurts your 


abba keeps his friends close and his 

enemies chained to his neck. With 

such a bounty of characters in this 
set, one review can’t hope to cover them 
all—especially all the new non-unique 
aliens introduced in Jabba’s Palace. Here 
are ten new species with intriguing spe- 
cial abilities. 


Light Side 


These aliens—only three of which can 
be in play at a time—are all musicians, 
making them a must for your Jess ’n’ 
Leia retrieval deck. They are also 
immune to Sandwhirl and gain immu- 
nity to attrition less than the total 
number of musicians on the table. 


These Joe Camel-lookalikes are all scouts 
(a handy skill in the new landspeed- 
draining Tatooine: Desert locations) and 
can help break the cover of an oppo- 
nent’s Undercover spy. 


This nonhumanoid-in-the-extreme race 
is known for spinning intricate webs 

that can entangle starships. Thus, each 
Sic-Six subtracts two forfeit from each 
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opponent's battle destiny draws and force 
drains when he or she uses an alien. Bo 
Shuda deploys to the Audience Chamber 
to prevent battles or drains at that loca- 
tion, protecting the light side from the 
treachery of Jabba’s court. 

Every Star Wars expansion has rewrit- 
ten the face of the game, and Jabda’s Palace 
certainly continues the tradition: bounty 
hunting is now a dreadfully effective play 
style for the dark side; droids are more 
powerful then ever, and there's even a 
non-Imperial vehicle capable of floating 


side-by-side with the great Blizzard 
Walkers—Jabba’s Sail Barge. Decipher 
always seems to delight in finding new 
uses for “binder fodder” in its games, and 
never before has an expansion made such 
effective use of cards that most players 
haven't looked at in years. The Star Wars 
CCG at long last has the epic feel of the 
entire trilogy well in hand. @ 


Cory Herndon is overjoyed to finally see Star Wars 


cards based on his favorite aliens, Klaatu, Barada, 
and Necktie. 


q 


Cheaper by the Dozen 


opponent’s pilot. More importantly, 
Nabrun Lieds and Elis Helrot are pre- 
vented from moving to the same or 
adjacent site as a Sic-Six. 


With ability of four, B’omarr Monks are 
ideal for defensive battles (the only kind 
in which they can participate) in which 
ability is hard to come by. As the former 
tenants of Jabba’s Palace, they equalize 
force icons for each side wherever they 
are present and cancel the dark side’s 
Jabba’s Palace game text. Stick one in 
the Audience Chamber and force your 
opponent to actually draw his or her 
Jabba. 


These three-eyed pacifists allow you to 
retrieve force whenever your opponent 
initiates battle at the same site, and if it 
is the same site, that force can be drawn 
directly into your hand! (One of them, 
the half-mad bounty hunter Ree-Yees, 
works for the bad guys.) 


Dark Side 


Like the lore says, these guys are big, 
strong, and dumber than a bag of gaffi 
sticks. Combined with their sergeant, 
Ortugg, they are overwhelmingly power- 
ful in battle. Fittingly, you can sacrifice a 
Guard to cancel any creature attack 
(Squeeeeeee!). 


The rest of Ponda Baba’s warlike family 
can initiate battle for free and cumula- 
tively add to the number of locations 
needed to cancel Dark Deal. You really 
don’t have any choice, Lando. 


The elephantine Chevin (Ephant Mon is 
one) may “throw themselves on the 
grenade” to cancel all remaining attri- 
tion against you when they’re in a battle 
with an alien leader. Wouldn’t want to 
clean that up. 


The “squid heads” are Imperial collabo- 
rators that allow you to easily deploy 
Imperials to Jabba’s Palace. And they 
have nifty tentacles on their mouths, 


These scavengers can steal weapons and 
devices from just-forfeited enemies. With 
Tusken Scavengers, they can also steal 
vehicles. Gimme that saber, Obi-Wan, | 
don’t think you'll be needing it. 
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A Gift 

Arc Welder 
Ardon “Vapor” Crell 
Artoo 


Attark 

L_} Aved Luun 
Biomarr Monk 
Baragwin 


Blaster Deflection 

Bo Shuda 

Chadra-Fan 

Choke 

Corellian Retort 
Devaronian 

Don’t Forget The Droids 
Droopy McCool 
Dune Sea Sabacc 

Elom 

Fallen Portal 

Florn Lamproid 

Garon Nas Tal 

Geezum 

Ghoel 

Gran 

Hnemthe 

Hidden Comp 
‘Holoprojector 

1 Must Be Allowed To Spe 


Jabba’s Pala 

Jedi Mind Trick 
Jess 

Kalit 

Ke Chu Ke Kukuta? 
Kiffex 

Kirdo III 

Kitonak 


laudica 

Leslomy Tacema 
life Debt 

Loje Nella 
Mandalorian Mishap 
Max Rebo 

Mos Eisley Blaster 


Oola 

Ortolan 

Palejo Reshad 

Princess Leia Organa 
Projection Of A Skywalker 
Pucumir Thryss 


Bargaining Table 
BG _ 


Klatooinian Revolutionary 


Nar Shaddaa Wind trimer ; 


R’kik D’nec, Hero Of The Dune Sea 


{ cocesaecsessmatnioomaieomtammemnnnn 


Character-Droid 
Immediate Effect 


Artoo, | Have A Bad Feeling About This 


Used or r Lost biter 


Effect 

Character-Alien 

Lost Interrupt 

Used or Lost Interrupt 
Character-Alien 

Used or Lost Interrupt 
Character-Alien 

‘Used Interrupt 
Character-Alien 


Used Interrupt 
Character-Alien 


Character-Alien 
Characte Alien 


Character-Alien 


Character-Alien : 
Character-Alien 


Character-Alien 
Lost Interrupt 
_ Character-Alien 
Used Interrupt 
Character-Alien 
Character Weapon 
Used Interrupt 
Character-Alien 
Character-Alien 


Character-Alien 
Character-Rebel 


Effect 
Character-Alien 
Character-Alien 


Peace onoSeere eae Keo a Se a 


Onm~conmre me eae BOO = 


Raye Ryjerd 
Rennek 
Revealed 
Saelt-Marae 


Someone Who Loves You 
Strangle 


Tamtel Skreej 
‘Tanus Spijek 


Tatooine: Desert 
Tatooine: Hutt Canyon 
Tessek 

The Signal 

Tibrin 

Ultimatum 

Unfriendly Fire 


J Vibro-Ax 


Vul Tazaene 
Weapon Levitation 


| Cane Adiss 

-Chevin 

| (1-4 

Den Of Thieves 

| Dengar’s Modified Riot Gun 
| Pouble Laser Cannon 
‘Dune Sea Sabacc 


Ephant Mon 
EV-9D9 

Fozec 

Gailid 


[| Hidden Weapons 


Character-Aien 
— Character-Alien 


Character-Alie 


Character-Alien 
Used Interrup 


Lost Interrupt — 
Character-Alien 


Character-Alien 
Location-Site 
Location-Site 

Character-Alien 


Used or Starting Interrupt 


Location-System 
Effect 
Used Interrupt 


' ole Weapon 


Character-Alien 
Used Interrupt 
Effect 
Character-Alien 
Character-Alien 


_ lnmediate flee 


Character-Alien 
Character-Droid 
Effect 

Character Weapon 
Vehicle Weapon 
Used Interrupt 
Character-Alien 
Character-Droid 
Character-Alien 
Character-Alien 
Character Weapon 
Character-Alien 
Character-Alien 
Character-Alien 
Character-Alien 
Used Interrupt 
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Information Exchange 


J Quille 
Jabba The Hutt 
jabba’s Fala Sabacc 


Palace: Entrance Cavern 
_Jabba’s Palace: Rancor Pit 


Jabba’s Sail Barge 
Jabba’s Sail Barge: pet Deck 


Nizuc Bek 
None Shall Pass 


| Nysad 


Ortugg 
Pote Snitkin 


CARD TYPE RARITY 


Effect 
Lost Interrupt 


Character-Alien 
Lost Interrupt 
Location-Site 
Location-Site 
Location-Site 
Location-Site 
Location-Site 
Transport Vehicle 


Character-Alien 
Used Interrupt 
Character-Alien 
_ Character-Alien 


om ae ewe Seam eae Se Se ec eK we 


Character-Alien | 


_ Character-Alien 
— Effe 


Character-Alien 


Effect 
Character-Alien 
Mobile Effect 
Effect 

Transport Vehicle 
Character-Alien 
\cation-Site 
Location-Site 

— Location-Site 
Character-Alien 
Character Weapon 
Character-Alien 


Used or Lost Interrupt 


Character-Alien 
~ Used Interrupt 


Used or Starting Interrupt 


Weequay Guard 
Weequay Hunter 
Weequay Marksman 
Weequay Skiff Master 
Well Guarded 
Whiphid 

Wittin 

Wooof 

Wounded Wookiee 
Yuzzum 
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Character-Alien 
Character-Alien 
Character Weapon 
Character-Alien 
Character-Alien 
Character-Alien 
Character-Alien 
Character-Alien 
Effect 
Character-Alien 
Character-Alien 
Character-Alien 
Lost Interrupt 
Character-Alien 


AUGUST 1998 


PCa ro Sn estoanwroaomwrenc oar were cenan nsec rere a 


77 


© 1998 Yahoo! Inc. 


Use it a lot. But don’t forget to eat, okay? 


Yahoo! Chat 


- 


You don’t have to “subscribe” to 


any online club or service with us. : 
You know what that means? Yep. | 


It’s freeeeeee! (Blab on, brothers 


and sisters.) www.yahoo.com . ; : _ ip Oo You VW EIOO! 2? 


scone — = a: 


Join the Macic” 
Ambassador program and 
teach them how to play 
‘the Macic: THE GATHERING” 
trading card game. . 


OF THE CoasT® 


sae You could even win some cool stuff. 
Your Ambassador Kit includes: if 
The more friends you teach, the more 


times you'll be entered to win. 
We’ll supply the goods. You supply the knowledge. 


* Portal Second Age™ demo game 
* Macic instructor T-shirt 


(while supplies last—so get on it!) 
* Contest details Join the ranks of the Macic Ambassadors. | 


VNNAGLES To sign up, fill out the form below. 


PLEASE PRINT CLEARLY 


All Requests must be : Name __ 


received by 7/30/98. 
Allow 4-6 weeks for | Address 


delivery. City State Zip 
Wizards of the Coast, Magic: The Gathering, 
Magic, and Portal Second Age are ( ) . 
trademarks of Wizards of the Coast, Inc. Phone anid Check one Cc] Male 
©1998 Wizards of the Coast, Inc. 7 [J Fem al e 
Offer valid in U.S. ond Canada only. Send to: Wizards of the Coast, Magic Ambassador Program 
(except Rhode (sland ond Quebec) 1 P.O. Box 58810, Tukwila, WA 98138-1810 [p] 


PIVE 
O by Wolfgang Baur 


ince they were awakened from an ancient sleep 
by the return of Fu Leng and the spread of the 
Shadowlands, the snake people known as the 
Naga have fought side-by-side with Rokugan’s 
greatest heroes. Indeed, their Champion was one of those 
who fell to the forces of darkness at Isawa Palace, 
destroyed by the dark energies of the Necromancer—but 
the old Qamar was immediately succeeded by the former 
Isha, who picked up the ancient spear of the Naga and 
thus assumed the title and responsibilities of the Qamar. 
Their fight against the Shadowlands taint continues. 


History and Strategy 
The Naga clan is one of two non-human groups available 
to Legends of the Five Rings (L5R) players. Ironically, 
their mortal enemy Yogo Junzo’s army is the other. They 
have a long history in the game; Naga and Scorpion were 
the first two clans released after the basic set and both 
appeared with their own strongholds in Shadowlands. 
Three Naga personalities were part of the game’s early 
basic sets. The Naga “graduated” to standard clanhood just 
recently when they appeared as Jade Edition starters. It is 
now easier than ever to get started playing this entertaining 
and competitive clan. 

In general, Naga strategy is simple: anything that helps 
followers helps Naga. Cards that provide a bonus for each 
follower in an army, or cards that make it easier to put fol- 
lowers into play, all make Naga’s job easier. Hidden Emperor 
includes several such cards and promises more. 

While Naga decks were initially difficult to raise to a 
competitive level, the Naga clan has been bolstered in 
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ither Before Dawn 


recent expansions. Important ranged-attack cards were fea- 
tured in Crimson & Jade and Time of the Void (LotV ), and 
an updated stronghold ability appeared in TotV. Hidden 
Emperor brings Concealed Archers and Naga Apprentice, 
among others. The Naga are more than just viable now; 
they have options and aren't limited to a single path. 
Though their stronghold forbids an honor victory, they still 
have four alternate roads to victory: ranged attacks, follow- 
ers, dueling, and even Enlightenment (although the last is 
tricky). In this article we'll discuss the first two strategies— 
Enlightenment and dueling decks deserve more attention 
than we can give them here. 


Personalities 

Two personalities are staples of the Naga deck: the Naga 
Shugenja and the Naga Warlord, since their abilities com- 
bine so well with Naga token followers. As you choose 
cards to enhance your followers’ effectiveness, remember 
that while the tokens count as “cards” in terms of game- 
play, they are not personalities. In other words, you'll still 
need to select a few more personalities to match the theme 
of your deck. 

In a ranged deck, consider Balash, Shahadet, Sysh, 
Ashan, and Qakar to pump up attacks. In particular, Ashan 
counts as a Naga Shugenja, increasing Qakar’s chi and 
ranged attacks. 

Consider carefully before putting some of the Naga’s 
hight-force, high chi personalities in a deck. For instance, 
the Qamar and the Abomination are too expensive for 
most Naga decks, but they are worthwhile in special 
cases—the OQamar for multiplayer games and the Abomi- 
nation for dueling decks. For dueling, Radakast and the 
Abomination can make big contributions. 

In a pure followers deck, consider using Isha to deal with 
Terrain cards, Shalasha for early speed, and Shabura for 
dealing with Shadowlands cards. Their special powers keep 
your deck rolling. 


Gold Production 


A Naga army can be funded in several ways, but the most 
common sources of gold production are Forests, Pearl 
Beds, and Divers (combined with the Sunken City), and 
the non-clan-specific Jade Works and Merchant Caravan. 
Of course, the ideal gold engine in your deck will ulti- 
mately depend on what other players are using. 

The Forests gold engine can be enhanced with two 
Forests of Shinomen; however, this precludes the ranged- 
attack theme because the Forests of Shinomen disallow 
ranged attacks during battles at that province. The Pearl 
Beds—Pearl Divers-Sunken City system can generate a lot 
of cash, but Sunken City is unique, making it unreliable. 
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The last thing you want is an unreliable source of funds—you 
need money to generate at least one token per turn. That 
leaves Jade Works—Merchant Caravans, a fine foundation for 
any clan treasury, which combines well with a somewhat 
counterintuitive form of financing available to the Naga: they 
only need to worry about honor requirements when Shadow- 
lands cards are in play, so consider playing with Black Markets 
and other dishonorable holdings. Unless you face a dishonor 
deck, you can easily survive and keep bringing out personali- 
ties, even when your clan is at negative honor. 


Tricks & Tips 


A successful Naga deck will consistently generate new fol- 
lower tokens and ramp up a Warlord’s strength, while throw- 
ing out enough twists to avoid being predictable. The Forked 
Tongue deck (see sidebar) achieves this through the use ofa 
few interesting Fate cards, especially Call to Arms, Counterat- 
tack, and The Arrow Knows the Way. There are other options 
to confuse an opponent, however, such as Master of the 
Rolling River for added mobility. 

Confusion at Court and Test of Courage can be valuable 
when the Naga are being subjected to Imperial Favor abuse; 
since Naga don’t run for honor very well, you can count on 
units frequently being sent home by the Favor. For this reason, 
the Tao of the Naga event is a staple in Naga decks. 

Remember, you can play Rallying Cry even after you play 
Test of Courage because the effect is not targeted. This keeps 
your Warlord available for defense and for Counterattack. 
Overall, however, Call to Arms is actually more effective in a 
Naga deck—Rallying Cry can’t unbow cards that were bowed 
by your ranged attacks. 

Don't play Breach of Etiquette when your opponent is 
holding the Imperial Favor (which can cancel the loss) unless 
you have another Breach of Etiquette or Confusion at Court 
to back it up. Because it’s difficult for Naga to use Breach 
against Crane or even Lion, save those slots in your deck for 
something more useful. 

Emergence of the Tortoise allows you to bulk up on follow- 
ers while it denies your opponents the option of buying per- 
sonalities at full price for honor (or even just buying them for 
force). It also denies honor runners the gains from Shinsei’s 
Shrine. The usual effects are entirely in your favor. 

Finally, Avoid Fate and Defenders of the Realm are crucial 
cards for Naga because there are at least three popular events 
that will destroy a Naga province (Return of Fu Leng, Desper- 
ate Measures, and Evil Feeds). Avoid Fate is preferred, of 
course, because it can protect you from other threats as well, 


such as First Scroll is Opened and Plague. 


Multiplayer vs. 
Single-Player Games 

The very best Naga decks can compete and occasionally win at 
one-on-one tournaments, but for the most part Naga excels at 
multiplayer games. Because it is to no one’s advantage to 
attack early (they'll be weakening themselves for a counterat- 
tack), the Naga player often has enough time to build forces to 


unstoppable levels. Experienced players will quickly ally 
against you. 

To modify a Naga deck for multiplayer, you might consider 
trying the Dashmar/honor victory route as an alternative to 
the usual approach. More likely to be successful is an increase 
in gold production, another River Delta to provide more fol- 
lowers in the endgame, and one or two big bruisers like the 
Qamar (and his Armor). In multiplayer games you need more 
staying power over the long haul. In addition, you may want to 
include events that influence the power of alliances against 
you; Factionalism will prevent other players from ganging up 
on you in a game with four or more players. 

Since multiplayer games allow for larger armies, consider 
adding Crushing Attack to your Fate Deck. If you find you're 
often facing personalities with immunity to ranged attacks, or 
you need just a little more oomph in those attacks, try Kyu- 
jutsu to take ranged attacks further. 

Whether you play Naga decks for fun or in tournaments, 
keep the following in mind: follower tokens are your best 
friends—pump them out early and often and stay on the 
offensive. Soon you'll leave your opponents wondering: “Why 
did it have to be snakes?” & 


Wolfgang has always felt that a snake in the grass is worth two in the bush. 
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© by Dan Verssen 


Baby Needs a 
D Combadge 


»hen'I began design work on Pe 
Star Trek: The Next Generation 
Collectible Dice Game (CDG) in 
the summer of 96, the game pro- 
ducets at Five Rings laid out the goal 
and the constraints endemic to the 


task. The goal was straightforward: create a game that is 
‘fun and easy to play while relying on player skill and strat- 
egy as much as chance. The constraints, however, were 
considerable. The design could not use cards or a map due 
to licensing agreements with Paramount Studios. Coun- 
ters were acceptable from Paramount's point of view, but 
were frowned upon by F Five Rings due to their expense. 
The game could use anything actually seen on the screen 
during a Next Generation episode or the 
First Contact movie, but had to steer clear 
oof the original Star Trek series, Deep Space . 
Nine, and Voyager. In addition, concepts 
that appeared only in printed material 
were off-limits. Add fo that a rapidly 
approaching deadline and you have a very 
busy month. 


Choosing Sides 

The first priority was to establish the gen- 
eral nature of the game. Two options 
sprung immediately to mind: players com- 
mand their own starships and individual 
“dice represent battle factors and crew 
members; or a more strategic approach in 
which each die represents one ship, one 
star system, and so on. After much discus- 
sion with my wife/co-developer, Holly, we 
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settled on the former. Each player would 
command his or her own vessel. 

Naturally, we used the Galaxy-class USS 
Enterprise, NCC-1701-D as the design 
prototype. Early on we hit upon the idea of 
using 6-sided, 8-sided, 10- sided, and 12- 
sided dice to represent ship systems: 
phasers, shields, impulse engines, and so on. 
This developed into the cornerstone of the 
game—a 6-sided die is worth one point, an 
8-sided die is worth two points, a 10-sided 
die is worth three points, and a 12-sided die 
is worth four points. These points are used 
“to determine how much power it takes to 
energize the dice, how much damage the 
dice absorb when the ship is attacked, how 
easy it is to repair damaged dice, as well as 
the value gained by purchasing the dice to 
customize a ship. The higher a die’s value, 
the greater the effect it has on each of its 
facets. For example, a 6-sided phaser might 
average two points of damage per facet, 
while a 12-sided phaser» might average 
twelve points per facet. While one 12-sided 
phaser can score more damage than four 6-sided phasers, 
the smaller dice are more flexible and have more chances at 
modifiers. These modifiers can actually increase the dam- 
age scored by the 6-sided dice to exceed that of the 12-sided 
die. This was week one. 


No Rest for the Testers 
Week two was quickly consumed by playtesting. We 
spent endless hours testing the Enterprise against the 
Klingon Vor'ehaattack cruiser. Balancing all the numbers 
just right was the hardest part—a ship had to have 
enough damage control power to survive until the next 
round, for example, but not so much damage control that 
battles became endless attrition matches. 

The most difficult part of the basic 
design was the movement system. 
Initially each facet on the movement 
die specified a certain maneuver by 
name, such as “Side Slip.” The player 
would then refer to a chart to deter- 
mine what a Side Slip entitled the 
ship to do, such as moving one range 
box, rotating one facing, and rotat- 
ing the other ship. Overall, this sys- 
tem required a lot of cumbersome 
chart referencing and never made it 


: é 
wanted it to do. 


The breakthrough came one 


Dave had finally had enough of the 


chart referencing and memorizing 


feel like your ship did what you 


night while playtesting the game _ 
with L5R designer Dave Williams. 


® 


* 


in d suggested we break down ee as fol- 
lows: all movement dice have three numbers— 
~ movement points, attack bonus, ‘and reaction 
points. Movement points are used to move and 
rotate your ship; attack bonus is added to the dam- , 
_age you score from weapon attacks; on dion 
points are used to move and rotate when enemy ships 
re firing on you. , 8 

The next step was to pre-engineer the oo ships of the * 
series, making.sure there was room in the system to allow for can destroy the 
the smallest ships, like the Klingon B7el-class Bird’ of Prey. By ship. Players then 
* the time we had designed and rebalanced a handful of ships, decide which dice will 


* 


— had gone by. * ‘ . “power up” by moving 
them from the on-line area to, 
* Red Alert! the active area. As discussed earliet 
The ships were balanced by the end of the third week. The sys- the number of power points required to power each die is 
tem could handle both,the Bird of Prey and the Enterprise-D. _ based on its size. One point powers a 6-sided die, two a 12- 
- Then we received a rare invitation from Paramount to read ihe sided die, and so on. Once both players finish and reveal their 


script for First Contact—a dream come true for hardcore Trek power ilanaudes. combat issettobegin, = 
fans like Holly and me. Unfortunately, we ran into a rather 


large stumbling block on the first page of the script. To para- - Pica rd Maneuver 


phrase, it read, “The new Sovereign-class USS er hs take turns, called volleys. During a volley, a player may * 
N 1701-E glides majestically through space... roll one of his or her ship’s movement dice as well as one or 
1-E> ‘Nobody had ever mentioned ; a1701- E! The pre- more dice from one other system. For example, you could roll a 
__ views all showed the Enterprise-D. In an effort to keep the new . movement die to get into a good attack position, then roll one 
: Enterprise secret, Paramount was using stock footage of the _ or more of your phaser dice to blast the opposing ship. Once . 
1701-D in their previews. They never evefi thought about _ both players have rolled all the powered dice they wish to roll, « y 
‘telling us. It still irks me to think about it. the combat phase is over and damage control begins. + ad 
Problem number two—we couldn't use the Vor'cha in the ini- The damage control phase of the turn allows ships to’auto- 


tial release. It seems the ory had a new “Sphere” ship in the __ matically carry out repairs to their shields as well as.other inter- 
film and Paramount said it “would like” the Sphere to’ be nal systems. Also, any dice not rolled during the combat phase 
released first. When you're dealing with contracts and licensing are moved to their charged areas: These dice do not need to be 
s owned by a powerful company like, Paramount, poweredupnextturn. © © © 
” is not used i in the same way as you would use it x The Star Trek CDG also features the main characters : 
ble , “I would like you to pass the potatoes.” ~ ship crews as dice. These dice allow your ship to perform spe- 
‘ the lines of a pound biker sitting in front of ad actions. The gharacter dice currently include Captain 
_ you in a movie theater saying, “I would like you to be quiet dur-  Jean- LucgPicard and the Borg Queen, but mor@ are on the 
ing the movie. ” Time to start work on that Sphere. way: the series has now expanded to include two more ships— _ 
‘ the 1701-D Galaxy- -class Enterprise and the Klingon Vor'cha 
As milate This cruiser. Expansion dice have beén released for Federation an 
k turned out to be the busiest of the entire Borg ships, and a new wave of expansion dice will fill out 
re had to be designed and playtested, while Klingons. 
and dice allocation had to be completely The futurevof the series is filled with a wide selection - F ships 
reworked to place the new Enterprise at the top of the power and expansion dice. To date, the following ships have been 
list. Sleep was not easy to come by in the Verssen household _ finalized atid submitted for artwork: the Federation Defiant- 
hat week, but at the end of it all we had finished an exciting class (commanded briefly by Worf during First Contact), the 
egic game. squat but powerful Nebu/a-class, and the surprisingly agile * 
The final version of the Star Trek: The Next Generation Runabout. The Klingons receive the Bye/-class Bird of Prey, 
CDG is centered around the sequence of play. There are three the Romulans enter the fray with the D deridex-class Warbird, 
ae phasgsi in each combat turn: power allocation, combat and the Borg will explore enemy tefritory in their Scout Ship. « 
nd damage control. The ship’s dice are placed on We have also finalized the design of several expansion sets, 
rol panel—an average ship has about 25 dice on’ _ including even more upgrade dice for the Federation, Borg, 
* this panel, During power allocation, players select the amount and Klingogg. . As they say at the tractor pulls, the 24th cen- 
_of power they want to draw from engineering. Players are per- already olin’ / a 
mitted to push the engineering section (“Geordi, I need more 
power!”) to produce full or emergency power in a tight spot. Dan Verssen knows that Kiiftons have 48 words that mean ‘fi ight” 
This damages the ship’s warp-core integrity, however, which one word for “Yahtzee!” 
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BattleTech Gets a Mech-over in the 
Commander's Edition 


ower up those nuke reactors, kids, because 


the BattleTech: Commander’ Edition 
(BT:CE) set is headed your way. The 
hard-working folks at Wizards have put 
in some serious overtime to guarantee 
that this third edition of the basic set will knock 
your chrome-plated socks off. No consideration 
has been spared to revitalize the play value of one of the 
best trading card games around. Let’s take an in-depth 
look at some of the amazing changes that await you in 
Commander’ Edition. 

One of the first things you'll notice about BT:CE 
once you open a deck (other than the cool new packag- 
ing) is that the layout of the cards has changed. Never 
fear—this change is a good thing. The look of the cards 
is much more streamlined, with all the game data found 
on the left edge of the card. In addition, each card type 
bears a new background, such as rusted metal for 
"Mechs. The new layout allows commanders to quickly 
find the activation cost, house or clan affiliation, attack, 
armor, structure, and speed (if the card is a Mech or 
Vehicle). Also, several cards have new flavor text from 
some of the finest writers this side of the Periphery. 

So what cards are included in Commander’ dition? 
For one thing, search all you want, but you'll find no 
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Effective Groundwork. What you will find, however, are 
cards selected from Counterstrike, Mercenaries, and 
MechWarrior that reflect the BattleTech universe up to 


the year 3058. Personalities who have, for lack of a better — 


term, died are now gone. Other personalities have 
changed in subtle and not-so-subtle ways. The Mechs 
themselves have been updated, reflecting the influx of 
new technology into the Inner Sphere, as well as new 
developments within the Clans. Check out the new Imp, 
for example. The Big Man has now gotten even bigger. 

As for tournament play, you can include the new 
Mechs along with the older versions. Remember that 
the new ’Mechs do not replace the older ones entirely, 
but rather should be considered updated versions that 
incorporate the newest technology the Clans and the 
Inner Sphere have to offer. 

The action gets off to a rolling start with precon- 
structed starter decks that feature a number of fixed 
cards that enable new players to jump into the Battle- 
Tech universe feet first. There are eight factions to 
choose from: ComStar, Davion, Kurita, and Steiner for 
the Inner Sphere; and Smoke Jaguar, Jade Falcon, 
Ghost Bear, and Wolf for the Clans. Each deck has a 
theme specifically designed to maximize play potential 
for the deck, while not spilling all the secrets of 


CLINT LANGLEY 


- choose quality over quantity for 


- - and the tools to get the job done 


you to take advantage of the strengths 
of your selected house or clan. You'll 
also find that the card works quite 
nicely with the preconstructed deck 
itself (strangely enough). Second, each 
deck has a “box power” which is use- 
able in the game, analogous to strong- 
holds from the Legend of the Five 
Rings TCG. You can play with or 
_ without the box power, but the box 
powers allow players to really get the 
most out of the preconstructed 


decks. 


advanced deck design. Watch for the 
following themes in each faction’s 
deck: 

ComStar: It’s all about the Big 
‘Man, and this deck will help you get 
the bigger Mechs into play quickly. 
Once they're out there, they will 

unleash their bountiful power upon 
your unsuspecting opponent. 

House Steiner: Ever since Kath-_ 
rine took over, House Steiner has 
_ become increasingly treacherous. Look 

_ for raw strength when you open the 


_ deck, and plan on plenty of political ae : jo are Don't think for a second that the 
_ maneuvering in order to pipnt the dagger : deal 1 ofits damay designers have forgotten recent card 


rulings—BT:CE will feature up-to- 
date text changes and errata. Also, 

. look for clearer designations of the | 
weapons of destruction with increased use of 
the term unit, introduced in the Arsenal 
expansion. Unit refers to the tiber-group of 
’Mechs, Vehicles, battle armor, and so on. 
Some cards will reflect this, allowing for a 
cleaner representation of what the cards 
actually do in the game environment. 

Even though t there won't be any Vehi- | 
cles in Commander’ Edition (they were 
introduced in Arsenal), the rules out- _ 
lined in BT:CE will carry through a all 
future expansions, starting with. Cru- 

sade. Speaking of which, the Inner 
Sphere and the Clans will receive 


_ of deception in your enemy’s back. 3 4 s ci 
_ House Kurita: Several Terrain cards- O- 
and a freighterload of huge "Mechs set 

this honorable house of samu- 
rai MechWarriors apart from 
the rest. There’s no need to 


le 


the Kurita—they’ve got both in 
spades. _ 
House Davion: The Davion 
deck makes use of both the talent. 


right. Victor Steiner-Davion a assem- 
bles his best and his brightest i in the 
way of pilots and mission cards to 

augment a fleet of. choice but i inexpen- 
sive Mechs. 
Clan Smoke Jaguar: This Clan 
_shows no mercy, period. Missiles, mis- 
siles, and more missiles enable the 
Smoke Jaguar Clan to drop hot, streak- 
ing death upon the heads of the enemies 

fon afar, regardless of what fo might 


different perspectives. For those 
_ of you who have yet to try ] Battle- 
Tech, now is the time—_ 


tighter than ever. a 
Whether you're a casual 
- player, a tournament shark, 
or even a total newcomer to 
the 31st Century, you're out of © 
date if you don’t check out 
Commander’ Edition. Long 
time MechWarriors needn't Bee 
worried about dro ing a bundle 
on these new cards—all cards 
from previous sets are still accept- 
able for play, and there is no change 
in the function between BT:CE a 
the previous sets. Mix and: mat a 
your heart’s content and start 
some ae ’Mech butt! ® | 


Clan Wolf: Wolves ant in sds ae 
_ you will too with this deck. There are plenty 
of heavily-armed "Mechs and political 
- options available for this Clan—your — 
“opponent t will soon fall prey to the ce 
of the Wolf. 
Clan Jade Falcon: Sheer size du 
this Clan ve — the ce ag 


erful Mechs. They may i able to 

3 nock one of your big Mechs down, 
but a whole star’s worth? Not likely. 

a ay features are es 


First. off, there’ sa ue sds card 
included in every deck. This brand-new card allows. 


Selle Ls 10 lay WiateleTea 
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identical rulebooks presented from 


the rules are cleaner and a 


The Duelist advertisers are 

your best source for information 
about their products and services. 
To get more information about 
any product or service, simply tear 
out the card, circle the number on 
the card that corresponds with the 
advertisement, stamp it, and drop 


it in the mail. Best of all, it’s free. 


So start gathering the 
information you want and need 


to stay on top of your game! 


| for information about advertising in 

The Duelist and participating in the 

- reader service program, contact: 
“THE 

ay 8 
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Trol | An d Toad { nc 95% of all Magic singles in 
hares © stock at all times! 
An Antiquities Vault Company 253 Reynolds Road, Keavy KY 40737 USA 
WE SELL SINGLES FROM: Phone: 1-606-878-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 


Magic * Middle Earth * Star Wars * Star Trek * e-mail: prices@aqvault.com_ 
Rage * X-Files * Jyhad * Netrunner * Guardians * Web Site: http:/Awww.aqvault.com 


F Jae eer Want to sell us cards? 
* * 
Highlander Promos * Simcity Promos * Wyvern Foxe 1-606-878-9061 E-mail: sec@aavault.com 


impr H * H * 
Limited & Premiere Legend of 5 Rings * etc. or send an e-mail for our newest buylist to: buylist@aqvault.com 


5th Edition Hurricane $2.00 Deflection $5.00 Underworld Dreams$10.00 Disrupting Scepter $1.50 Disenchant $2.00 
Serpent Generator $2.50 Ice Storm $24.00 Ghostly Flame $2.00 Middle Earth Limited Elvish Archers $3.00 Juggernaut $4.00 
Shivan Dragon $13.00 Instill Energy $2.00 Jester's Mask 4.00 Black Arrow $2.00 Eye For An Eye $1.50 Lightning Bolt $3.00 
Additions Invisibility $3.00 Karplusan Forest 6.50 Neeker-Breekers $2.00 Force Of Nature $4.00 Regrowth $2.50 
Arena $6.00 Jade Statue $16.00 Knight of Stromgald $2.50 Mirage Gaea's Liege $2.00 Sol Ring $8.00 
Counterspell $18.00 Library Of Leng $2.00 Lava Burst $1.25 Abyssal Hunter $3.00 Goblin King $2.50 Unlimited-Disc. 
Fireball $27.00 Lightning Bolt $9.00 Marton Stromgald $3.00 Asmira, Holy Avenger $4.00 Hypnotic Specter $2.50 Camouflage $4.00 
Forest - ARENA land$6.00 Nettling Imp $3.00 Orcish Squatters 2.00 Bazaar of Wonders $4.00 Inferno $1.50 Consecrate Land $9.00 
Giant Badger $7.00 Paralyze $1.25 Pox $4.00 Cadaverous Bloom $5.50 Killer Bees $1.50 Copper Tablet $6.00 
Incinerate $16.00 Power Sink $1.50 Seraph $4.00 Canopy Dragon 3.00 Leviathan $2.00 Dwarven Demo Team$2.00 
Mana Crypt $14.00 Rod Of Ruin $2.00 Skeleton Ship $2.00 Catacomb Dragon — $4.50 Lord Of Atlantis $1.50 False Orders $1.25 
Mtn - ARENA land $8.00 ‘Terror $2.00 Stampede $1.50 Celestial Dawn $3.00 Lord Of The Pit $2.00 Ice Storm $13.00 
Nalathni Dragon $3.00 Thicket Basilisk $2.00 Storm Spirit $2.00 Chaosphere $2.00 Magical Hack $2.00 Invisibility $2.00 
Plain - ARENA land $8.00 Box Stormbind $5.00 Crimson Hellkite $5.00 Mana Flare $3.00 Jade Statue $10.00 
Swamp - ARENA land $8.00 Renaissance - German $89.00 Stromgald Cabal $2.00 Cursed Totem 3.00 Mana Short $2.00 Natural Selection $14.00 
Windseeker Centaur $6.00 Weatherlight $69.00 Sulfurous Springs $6.00 Final Fortune $3.50 Mana Vault $2.00 Psionic Blast $25.00 
Alliances Chronicles Swords to Plowshares$2.00 Forbidden Crypt $4.00 Mishra's Factory $4.00 Visions 
Arcane Denial $1.50 Arcades Sabboth $4.00 Jyhad Grinning Totem $5.00 Reverse Damage $2.50 Anvil of Bogardan $3.00 
Balduvian Horde — $8.50 Concordant Crossroads $2.00 Rare - any $2.00 Lion's Eye Diamond $3.00 Savannah Lions $3.50 Chronatog $4.00 
Balduvian Trading Post $3.00 Erhnam Djinn $4.00 Legend Of The 5 Rings Marble Diamond 3.00 Sengir Vampire $2.50 City Of Solitude $6.00 
Deadly Insect $2.00 Hell's Caretaker $4.00 Ancestral Swrd Of Maro 7.00 Serra Angel $4.00 Desertion $4.00 
Exile $4.00 Palladia-Mors $3.00 Crab Clan $20.00 Miser's Cage $3.50 Stasis $2.50 Diamond Kaleidoscope $4.00 
Helm Of Obedience $6.00 The Wretched $2.00 Legends Mist Dragon 4.00 Strip Mine $3.50 Equipoise $3.00 
Ivory Gargoyle $4.00 Vaevictis Asmadi $3.00 Aerathi Berserker — $3.00 Mystical Tutor 1.50 Sylvan Library $3.50 Firestorm Hellkite $7.00 
o|Kaysa $3.00 Common Set Arboria $2.00 Pearl Dragon $3.50 Will-O-The-Wisp $3.00 Griffin Canyon $6.00 
w= {Lake of the Dead = $7.50 4th Edition $6.00 Dream Coat $2.00 Political Trickery $3.50 Zombie Master $1.50 Lightning Cloud $3.50 
Library of Lat-Nam $1.50 Antiquities (C4 only) $7.00 Elder Spawn $4.00 Polymorph $3.00 Set Natural Order $4.00 
Lodestone Bauble $3.00 Dark Equinox $2.00 Shimmer $3.50 Collector's Set - Intm $299.00 Pillar Tombs Of Aku $4.50 
Lord of Tresserhorn $3.00 City Of Shadows $3.00 Evil Eye Of Onns-By-Gore$3.00 Sky Diamond $2.00 Dark - Italian $49.00 Rainbow Efreet $5.00 
Pillage $1.50 Elves Of Deep Shadow $2.00 Fallen Angel $3.00 Spectral Guardian $2.00 Specials Relentless Assault 7.50 
Ritual of the Machine$2.00 Exorcist $4.00 Field of Dreams —_ $12.00 Taniwha $3.50 335 mixed magic singles $10,00 Retribution Of The Meek $3.00. 
Soldevi Digger $3.00 Fellwar Stone $2.00 Frost Giant $2.00 Teferi's Isle $2.00 Alpha Cmmns- 8 diff. $10.00 Sands of Time $4.00 
Soldevi Excavations $2.00 Goblin Wizard $7.00 Gabriel Angelfire $5.00 Volcanic Dragon $5.00 Arabian Cmnns - 10 diff. $ 10.00 Snake Basket $6.00 
Storm Cauldron $4.00 Grave Robbers $2.00 Gosta Dirk $6.00 Wildfire Emissary $3.50 Beta Cmmns - 20 diff. $10.00 Squandered Resources $4.00 
Varchild's War-Riders$3.00 Lurker $2.00 Greater Realm Of Preserva. $6.00 Worldly Tutor $1.50 Uncmmns Magic - 50 mxd$10.00 Teferi's Puzzle Box $4.00 
Yavimaya Ants $2.00 Merfolk Assassin $3.50 Hammerheim $2.50 Zirilan of the Claw $3.00 Star Wars Limited Tithe $4.00 
Alpha ‘Nameless Race $2.00 Heaven's Gate $2.00 Zauberi, Golden Feather $3.00 Imperial Star Dstr $4.00 Vampiric Tutor $12.00 
£ Sinkhole $12.00 Niall Silvain $2.00 Horror Of Horrors $2.00 Netrunner Stronghold Viashino Sandstalker $2.00 
Antiquities Preacher $6.00 Infernal Medusa $3.00 Netrunner Rare $2.50 Acidic Sliver $2.00 Viashivan Dragon $5.00 
Armageddon Clock $2.00 Psychic Allergy $2.00 Karakas $4.00 Oversize Cards Megrim $2.00 Wand of Denial $6.00 
Circle Of Prot: Artifacts $2.00 Season Of The Witch $2.00 Kei Takahashi $3.00 Jester's Cap 1997 $8.00 Tempest Weatherlight 
Drafnas Restoration $2.00 Skull Of Orm $3.50 Kismet $1.50 Pack Booby Trap $4.75 Abeyance $8.00 
Gate to Phyrexia $2.00 Stone Calendar $3.00 Kobold Taskmaster $5.00 Dark $6.00 Caldera Lake $4.50 Aether Flash $2.50 
Golgothian Sylex $4.00 Dark - Italian Life Chisel $3.00 Dark - Italian $2.00 Coffin Queen $3.50 Alabaster Dragon $6.00 
Jalum Tome $2.00 Skull Of Orm $1.50 Mana Drain $50.00 Homelands $1.25 Death Pits Of Rath $4.00 Bosium Strip $4.00 
a Martyrs Of Korlis $2.00 Fallen Empire Master Of The Hunt$15.00 Legends - Italian $9.50 Dirtcowl Wurm $7.00 Bubble Matrix $4.00 
Obelisk Of Undoing $3.00 Aeolipile $1.50 Part Water $2.00 Middle Earth Ltd Bstr$3.20 Dracoplasm $2.75 Buried Alive $2.00 
© lower Artifact $2.00 Breeding Pit $3.00 Pendelhaven $6.00 Renaissance - German $2.00 Dregs Of Sorrow $3.00 Dwarven Thaumaturgist$3.00 
Power Leech $2.00 Derelor $3.00 Psionic Entity $3.00 Renaissance - Italian $2.00 Eladamri, Lord Of Lves $6.00 Fervor $5.00 
Strip Mine (any of 3 uncs) $10.00 Goblin Warrens $2.00 Rebirth $2.50 Revised - German WB Bstr$4.70 Emerald Medallion $3.50 Goblin Bomb $4.00 
Tetravus $3.00 Thrull Champion — $2.00 Reincarnation $2.00 Revised - Italian BB Bstr$7.50 Fool's Tome $3.00 Hidden Horror $2.00 
Transmute Artifact $2.00 Foreign Black Border Relic Barrier $5.50 Revised - Italian WB Bstr $4.70 Gerrard's Battle Cry $3.00 Liege Of The Hollows $4.00 
Urza's Miter $3.00 Balance $6.00 Reset $3.00 Revised Booster 8.50 Helm Of Possession $3.00 Lotus Vale $10.00 
Arabian Clone $4.00 Spectral Cloak $3.50 Star Trek LTD Bstr $4.50 Humility $8.00 Mana Web $6.00 
Ali Baba $2.00 Demonic Tutor $4.00 Spirit Link $4.50 Revised-Disc. Jet Medallion $4.00 Maraxus Of Keld $5.00 
Army Of Allah $4.50 Disrupting Scepter $6.00 Time Elemental $14.00 Braingeyser 5.00 Jinxed Idol $3.00 Necratog $2.00 
‘Cyclone $2.00 Howling Mine $9.00 Tolaria $3.00 Clone $5.00 Knight Of Dawn $2.00 Orcish Settlers $2.00 
Desert $2.00 Hypnotic Specter $4.00 Touch Of Darkness $1.50 Demonic Tutor $4.00 Light Of Day $2.00 Peacekeeper $5.00 
Eye For An Eye $4.00 Mishra's Factory $3.00 Triassic Egg $2.00 Fastbond $2.50 Meditate $7.50 Tariff $4.00 
= |Flying Carpet $2.00 Regrowth $2.50 Typhoon $4.00 Granite Gargoyle $3.25 Mirri's Guile $4.00 Thundermare $7.50 
<x Flying Men $4.00 Serra Angel $8.00 Ur-Drago $5.50 Juggernaut 2.00 Mongrel Pack $4.00 Tolarian Entrancer $2.00 
Jeweled Bird $2.00 Strip Mine $3.00 Urborg $5.00 Regrowth $2.00 Nature's Revolt $6.00 Tranquil Grove $5.50 
Moorish Cavalry $2.00 Will-O-The-Wisp $3.00 Voodoo Doll $2.50 Roc Of Kher Ridges $2.00 Overrun $2.00 Winding Canyons $4.00 
Oasis $2.00 Highlander Xira Arien $2.50 Rock Hydra $3.00 Pearl Medallion $3.50 Wrapper 
Oubliette $3.00 Ancestral Blade $3.00 Legends - Italian Rocket Launcher — $2.00 Pine Barrens $4.50 Arabian Nights $2.50 
Wyluli Wolf $2.75 Chessex $3.00 Adun Oakenshield $3.00 Savannah $12.50 Rathi Dragon $12.00 X-Files 
Beta Homelands All Hallow's Eve $15.00 Serendib Efreet $9.00 Salt Flats $4.50 Deny Everything $75.00 
Berserk $40.00 Autumn Willow $6.00 Carrion Ants $3.00 Sol Ring $5.00 Scabland $4.50 Die Hand Die Verletzt $12.00 
‘Camouflage $4.50 Baron Sengir $7.00 Chain Lightning $2.00 Veteran Bodyguard $2.50 Skyshroud Forest $4.50 
Circle Of Protection: Red $1.25 Eron the Relentless $1.50 Gravity Sphere $6.00 Revised/4th Verdant Force $8.00 
‘Consecrate Land $10.00 Primal Order $2.00 Greater Realm Of Preserva. $1.50 Ankh Of Mishra $2.00 Toys 
Dark Ritual $6.00 Sengir Autocrat $2.00 Hell's Caretaker $2.50 Balance $2.25 Dr. Who Mego Fgr $150.00 Call for prices on 
Disintegrate $2.00 Serrated Arrows $2.00 Land Tax $2.00 Black Vise $1.50 Star Trek 4-cup Set $39.00 cards not listed 
Drain Life $3.50 Ice Age Mana Drain $24.00 Clockwork Avian $1.50 Uncommon Set 
Dwarven Demo Team $4.00 Abyssal Specter $1.50 Master Of The Hunt $7.00 Cockatrice $2.50 4th Edition $19.00 
False Orders $1.25 Blinking Spirit $3.00 Ramses Overdark $3.00 Colossus of Sardia $2.50 Unlimited 
Fireball $3.00 Brushland $5.00 | Time Elemental $3.00 Control Magic $1.50 Black Vise $2.00 


Payment: all credit cards inc. Diner's Club, wire transfer, check or money order in US $ drawn All prices good until next Duelist is released. Quantities limited, but stock levels high at time ad was printed. Sales on 
on US bank, cash (US $, at your own risk), no CODs. Shipping Costs (1-100 pack or boxes final. 10-day full money back return guarantee on singles returned in same condition they were received. 


7 ie a ‘i, : 7 Sale date is date payment is accepted. We reserve the right to refuse any sale or limit quantities. All prices in this ad 
singles): continental USA/APO/EPO/P.O. $5, Other pel Bid sieies’ Bost office subject to change without notice, but you won't be charged more without your permission. Pre-orders on boxes final. 
(up to $100) $5-$16 or Fedex ($17-$26). Call or E-Mail For Exact Shipping Rates! Free singles catalog upon written request or with your paid order. Please specify Duelist Ads when ordering from 


above prices. E-mail to Specials @aqvault.com for current non-listed specials. 
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International Mail-Order Service 


Open 7 days a week — Noon until 1 A.M. ¢ All major credit cards accepted 


We buy and sell single Magic cards 


Juzams and Moxes always in stock 


122 W. 26th St., 4th floor ¢ New York, NY 10001 


(800) 344-GAME 


patel (212) 633-1288; fax (212) 633-0979 © email — info@nground.com 
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AMES 405 w. PARK ROW DR. Fax 817-860-1922 | 
alore ARLINGTON, TX 76013 EMAIL billf@metronet.com 


Poem cece rece cere sees eee eee ses esse sere seeessese sere sesseseseseseseersee® 


Fax: 213-341-5611 (24-Hours) : ELES, CA 90041 
International: 213-341-5600 4 DA AND MT:,ROYAL) 


mail: tigaming@aol.com x a ., | 


Web site: 
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3 TOURNAMENTS 
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advertised singles 
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FREE CATALOG 


WARS 
GUSTOMIZABUE CARD GAME 


Plus a Full Line of Other CCG’s 


P.O. Box 409 DUE 
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VISA 


Singles, Sets, Boxes...Our single cards are 
near-mint to mint. 


Phone: (217) 543-3366 
International Fax: (217) 543-3732 


U.S. Fax: (800) 500-3117 
e-mail: sales@pjcc.com 


LOW PRICES 


Hours: 8:00-6:00 CT Monday thru Friday 
8:00-3:00 Saturday 


We also carry other game cards, plus Beanie Babies. 
Call or write for Game Cards or Beanies Catalog 


Wizards of the Coast®, Magic: The Gathering® Mirage™, Alliances”, Homelands”, CI ‘ 
is a trademark of R: Talsorian Games, Inc. Netruni roduced by Wizards of tl i , thc. i iv ‘owned by FASA Corporation and is 
under license. Most product names are trademarks. a challenge to such status. 
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For Quotes on any cards 
not listed just 


ENTERPRISES Phone (510) 337-9700 


Fax (510) 337-9300 


J&M Enterprises 
CUSTOMIZABLE CARD GAME 44 Leonard CE. 
2 Alameda, CA 94502 
No other ongoing company 


beats our singles prices or visit our websit 
www.JM-Enterprises.com 


PS. Some say they will meet or beat our prices.. Hmmmmm??? 


Then why didn’t Ehey just offer those lower prices in the First place?? 


; : — J&M the price leader 
We accept src foes Vea in singles For over 3 years! 


3rd,4th,Sth Edition Pyramids $18.00 Mangara's Tome $2.50 Static Orb $3.50 Aura of Silence $.75 LEGEND 5 RINGS 
Adakar Waste $5.00 Rukh Egg $12.50 Maro $6.50 ime Warp $12.00 Blanket of Night $.75 All Ancestral Armor 
Air Elemental $.50 Serendib Djinn $22.00 Pauper's Cage $3.50 Winds of Rath $4.00 Bottle Gnomes $1. All Ancestral Standard 
All Dual Lands — $13.00-$16.00 Serendib Efreet $24.00 Phyrexian Dreadnought — $5.00 STRONGHOLD Bottomless Pit He Ambush 
Armageddon $6.50 LEGENDS Sacred Mesa $6.50 Amok $2.50 Buried Alive $1. Air Dragon 
Bad Moon $5.50 All Hollow's Eve $29.00 Shallow Grave $4.00 Awakening $4.00 Chill f Apprentice 
Ball Lightning $8.50 Chain Lightning $2.50 Teeka's Dragon $5.00 Burgeoning $3.00 Contagion d Bountiful Harvest 
Birds of Paradise $6.00 Field of Dreams $10.00 Volcanic Dragon $4.50 Carnassid $3.00 Crystalline Sliver z Chrysanthemum Festival 
Black Knight $1.00 Greater Realm of Pres $4.00 Wildfire Emissary $2.50 Croavax the Cursed $2.50 Deadly Insect $.50 ragon of Fire 
Black Vise $.75 Halfdane $7.00 VISIONS ream Halls $4.50 Dingus Staff $.50 Earth Dragon 
Braingeyser $4.50 Hellfire $15.00 Aku Djinn $2.50 Evacuation $3.00 Dismiss $1.50 Egg of P’an Ku 
Brushland $5.00 Killer Bees $5.50 Anvil of Bogardan $3.50 Ensnaring Bridge $4.50 Dormant Volcano $.75 Reion Death 
City of Brass $8.00 Land Equilibrium $12.00 Archangel $5.00 Flowstone Mauler $2.00 Dread of Night $.75 Foiwité 
Clone $3.50 Living Land $16.00 Bogardan Phoenix $2.50 Gravepact $4.00 Elvish Spirit Guide $.50 Gashartisassn 
Control Magic $1.50 Nova Pentacle $7.00 Chronatog $2.50 Hidden Retreat $3.00 Fallow Wurm $.75 i 5 oy ‘Nerobats 
Counterspell $.50 Rohgahh of Ker Keep $8.00 City of Solitude $6.00 Hermit Druid $3.50 Fanning the Flame HE} he | Gin 
Crusade $5.00 Sol'Kanar Swamp King —_ $8.50 Creeping Mold $1.25 Horn of Greed $3.00 Flickering Ward $1.50 eat 4 
Demonic Tutor $3.00 Spinal Villian $10.00 Desertion $4.00 Intruder Alarm $3.00 Force of Will $2.50 hh Aaa 
Dwarven Hold $1.50 Storm Seeker $3.50 Equipoise $2.50 nvasion Plans $2.50 Gaea's Blessing $2.00 Ki Rin 
Earthquake $3.00 Storm World $6.00 Firestorm Hellkite $3.00 Jinxed Ring $2.50 Gemstone Mine $400. Salat Masta 
Fallen Angel $1.00 Tabernacle at P. Vale $28.00 Griffin Canyon $3.00 Mindwarper $2.50 Gerrard's Wisdom $1.25 Naga Abomination 
Feldon's Cane $.50 Tetsuo Umezawa $12.00 Kookus $2.00 Mogg Infestation $3.00 Goblin Grenade $.50 inja Stronghold 
Fellwar Stone $.75 Underworld Dfeams $24.00 ~—“Natural Order $2.50 Mortuary $2.50 Goblin Bombardment $2.00 —Uracle of Earth 
Fork $13.50 BETA Nekrataal $2.00 Mox Diamond $19.00 Heartstone $.75 Oracle of Fire 
Goblin King $2.50 Badlands $48.00 Prosperity $1.50 orticullus $2.00 Hesitation $1.00 oisoned Weapon 
Hypnotic Specters $2.50 Basic Land $.75 Rainbow Efreet $4.00 ursuit of Knowledge $6.00 Helm of Awakening $.75 School of Wizardry 
Howling Mine $6.00 Berserk $38.00 Relentless Assault $9.50 evenant $3.50 Hidden Horror $.75 Scribe 
Hydroblast $.50 Black Vise $8.00 Retribution of the Meek —$ 3.00 eins of Power $4.00 Horned Sliver $.75 Spirit Guide 
Jester's Cap $13.00 Black Knight $14.00 Righteous War $2.00 olling Stones $2.50 Hymm to Tourach $.50 ‘ouch of Death 
lokulhaups $5.50 Copper Tablet $6.00 Snake Basket $5.00 uination $3.50 Interdict $.75 Void Dragon 
juggernaut $2.50 Control Magic $12.00 Suleiman's Legacy $2.50 Sacred Ground $3.50 Jackul Pup $1.25 Mise L5SR 
Karplusan Forest $5.00 Disrupting Scepter $24.00 Vampiri Tutor $9.00 Shamen En-Kor $3.50 Juniper Order Advocate $.50 A Gift of Honor 
Killer Bees $1.50 Drain Life $3.00 TEMPEST Shard Phoenix $4.50 Knight of Dawn $.75 Dashmar 
Knight of Stromgald $1.25 Icy Manipulator $49.00 Aluren $3.50 Silver Wyvern $4.00 Lobotomy $1.25 Festering Pit of Fu L. 
Lhurgoy $5.50 Lightning Bolts $9.00 Avenging Angel $3.00 Sliver Queen $8.00 Memgrim $1.25 The Hooded Ronin 
Lightning Bolt $.75 Mahamoti Djinn $24.00 Booby Trap $4.00 Skeleton Scavengers $3.00 Mogg Maniac $1.00 Thunder Dragon 
Mahamoti Djinn $5.00 Mana Vault $12.00 Caldera Lake $4.50 Soltari Champion $3.50 Mundungo $.75 Winning Kachiko Favor 
Meekstone $2.50 Natural Selection $18.00 Coffin Queen $3.00 Spike Breeder $2.50 Necromancy $1.00 The Perfect Gift 
Necropotence $6.50 Raging River $32.00 Commander Grevin $5.00 Spitting Hydra $2.00 Odylic Wraith $.75 To the Last Man 
Nether Shadow $2.50 Sengir Vampire $14.00 Crazed Armadon $3.00 Stronghold Assassin $3.00 Orcish Settlers $1.25 Shinsei's Shrine 
Nevinyrral's Disk $7.00 Shivan Dragon $45.00 Corpse dance $5.00 Sword of the Chosen $2.00 Order of the Ebon Hand $ .50 Along Coast Midnight 
Pyroblast $.50 Sol Ring $22.00 Death Pits of Rath $2.50 Thalakos Deceiver $2.50 Order of Lietbur i Ogre Outlaw 
Rack, The $.75 Vesuvan Doppleganger $32.00 Dirtcowl Wurm $4.50 Verdant Touch $3.50 Orim's Prayer 15 Merchant) Garavan, 
Regrowth $1.50 Will o the Wisp $17.00 Dregs of Sorrow $3.00 Volrath's Garden $2.50 Overrun Reticcds 
Reverse Damage $2.50 UNLIMITED Duplicity $2.00 Volrath's Laboratory $3.00 Peris! ian th of Purit 
Savannah Lions $3.00 Ancestral Recall $170.00 Earthcraft $4.50 Volrath's Shapeshifter $3.00 Pillage Breach of Eti vette 
Sedge Troll $3.00 Berserk $28.00 Eladamri's Vineyard $6.00 Volrath's Stronghold $6.00 Phantom Warrior F q 
Sengir Vampire $2.50 Black Lotus $325.00 Emerald Medallion $3.00 Warrior Angel $4.00 Propaganda ara Ne 
Serendib Efreet $6.00 Cyclopean Tomb $32.00 Ertai's Meddling $3.50 MISC MAGIC Puppet Strings Wak Steet 
Serra Angel $3.50 Icy Manipulator $26.00 Escaped Shapeshifter $3.00 Arcane Denial $1.00 Rain of Tears alking the Way 
Shivan Dragon $9.50 Jade Statue $11.00 Field of Souls $3.50 Abeyance $7.00 Reprisal . Secrets of the Wind 
Sol Ring $3.50 Lich $32.00 Furnace of Rat $5.00 Ancestral Knowledge $3.50 Scragnoth ; Counterattack 
Swords to Plowshares $1.25 Mox Pearl $145.00 Gerrard's Battle Cry $3.50 Balduvian Horde $10.50 Serra's Blessing : Shame 
Vesuvan Doppleganger $13.50 Raging River $24.00 Hanna's Custody $2.50 Bosium Strip $3.50 Serrated Biskelion .75 Martyr 
Whirling Dervish $1.00 Timetwister $135.00 Humility $5.00 Call of the Wild $3.00 Soltari Monk f Heavy Cavalry 
White Knight $1.00 Two Headed Giant $32.00 Intuition $3.50 Derelor $2.00 Soltari Priest é Ninja Shapeshifter 
Wrath of God $8.00 MIRAGE Mana Severanci $3.00 Exile $4.00 Stampeding Wildebeest 
ARABIAN NIGHTS Amber Prison $2.50 Meditate $6.50 Fervor $3.50 Steel Golem ; 
Ali from Cairo $72.00 Bazaar of Wonders $2.50 Mirri's Guile $3.50 Firestorm $4.50 Straw Golem Wh ALL CARDS 
Army of Allah $4.50 Cadaverous Bloom $6.00 Sapphire Medallion $6.50 Fungal Bloom $2.00 Quicksand $1.5 NR MINT/MIN 
City of Brass $26.00 Catacomb Dragon $4.50 Rathi Dragon $9.00 Kjeldoran Outpost $10.50 Uktabi Orangutan F CONDITION 


T 
Diamond Valley $62.00 Celestial Dawn $4.50 Recycle $3.50 Lotus Vale $9.00 Viashino Sandstalker Bs SOME DON’T LIST HOT 
Emham Djinn $26.00 Charcoal and all Diamonds $1.50 Scablands $4.50 Mana Web $3.50 Wall of Blossoms J CARDS LIKE 
Flying Men $4.50 Crimson Hellkite $6.00 Scalding Tongs $4.50 Maraxus of Keld $4.00 Wall of Souls ‘ WE DO... EVER WONDER 
Island of Wak Wak $32.00 Dissapate $3.00 Shocker $4.50 Thundermare $6.00 Warmth $. WHY? CALL US! 
Juzam Djinn $185.00 Emberwilde Djinn $2.50 Scorched Earth $3.00 MORE MISC MAGIC Whispers of the Muse 


Library of Alexandria $105.00 Final Fortune $3.50 Scroll Rack Argivian Find $1.25 Winter's Grasp 


Nizards of the Coast®, Magic: 
a trademark of R. Talsorian Games, | 
under license. Most product names 


RANDY (WHITE/GREEN) 


Standing Troops 
1/4 


Laps 


our opponent is Randy. [his Standard game has gone very 

slowly as you both have gained significant amounts of life. 

Although the game seems far from over, you realize you 
can finish Randy off this turn, It is the start of your upkeep phase. 
Due to a Ransack, you know the top card in your library is a 
swamp. Defeat Randy this turn without losing. 


Phyrexian Furnace 


YOU (BLACK/BLUE/RED) 


le 
During the upkeep of enchanted 


Paroxysm 


creature's controller, reveal the 
top card of that player's library to 
all players. If that card is a land 


card, destroy enchanted creature. 
Otherwise, enchanted creature gets +3/+3 

until end of turn. (Return the card to the top 
of the player’ library, face down.) 


Phyrexian Furnace 1 
@: Remove the bottom card of 
target player's graveyard from 
the game. 

1, Sacrifice Phyrexian Furnace: 
Remove target card in any 


graveyard from the game and 
draw a card. 


92 AUGUST 1998 =TFHE DUELIST 


DIFFICULTY 


Island (3) 


Recurring Nightmare 2® 
Sacrifice a creature, Return 
Recurring 
Nightmare to 
owner's hand: 
Put target 
creature card 


4: Put Wayward Soul on top of 
‘ovmer’s library. 


“no home no heart np hope” 
—Stronghold graffito 


Wayward Soul Anarchist 
3/2 2/2 


from your 
graveyard into play. Play this 
ability as a sorcery. YOUR HAND 
Shimmering Wings 6 
Enchanted creature gains 
flying. 

¢: Return 
Shimmering 
Wings to 


owner's hand. 


Culling the Weak Cursed Flesh 


SSS eee 


4 First strike, protection from black, 
protection from red 


hur belief shall be the lance that 
ierces Volrath’s heart.” 


Paladin en-Vec 
2/2 


@: Add # to your mana pool, 


Plains (4) 


NO CARDS IN GRAVEYARD 


Crashing Boars 


4/4 


Mountain (5) 


‘You may play creature enchantments 
‘whenever you could play an instant. 
“Uphl When did ores and fish sam 
hentng ta 

— Gerrard of the Weathertight 


Keeper of the Flame Rootwater Shaman 
1/2 2/2 


During your upkeep, pay 1 life or 
tap Camophage. 
Eating is all it knows. 


“History is a potent tweapon.” 


Scrivener 


ityou play any spell, eeturn Jackalope 
‘Herd to owner's hand. 


‘Ther’ lnte more denicarings than getting 
joi bu hacked by a bunch of buns, 


Jackalope Herd 
4/5 


32 LIFE REMAINING 


Scragnoth (2) 
3/4 


Forest (4) 


Swamp 


‘Karn, ster golem 


Equilibrium 
2/2 


jereatue gaat 43 
heard eke Fi 
Dae 


Shimmering Wings on Reckless Ogre 
3/2 


30 LIFE REMAINING 


fF) All spells cost one generic mana 
less to play. 


‘This late prize ell cover your head, 
your spel, your bet, and your behind! 
| —Pashad ibm Asim, Suq'Ata trader 


ana 


ro play. Play this ability as a sorcery. 


‘Lam confined by sleep and defined by 
nightmare.” 
Crovax 


Mind Over Matter Recurring Nightmare 


TOP CARD 
OF LIBRARY 


Carnophage 
2/2 


Nausea 


Cunning Paroxysm 


Sonic Burst Swamp 
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6 G&G. & & 


You 
Dont Say 


DIFFICULTY 


his puzzle is dedicated 
to all those players who 
take time to read the 


- fine print. I’m talking about 


94 


the words in the text box that 
have absolutely nothing to do 
with game play—the flavor 
text. Io solve this puzzle, 
deduce the missing word in 
each card. [hen put the first 
letter of each missing word in 
order to spell a piece of flavor 
text. Your job, if you wish to 
accept it, is to figure out what 
card has the mystery flavor 
text. For some more fun, try to 
guess the card where each 
piece of flavor text appears. All 
flavor text comes from the 
Rath Cycle (Tempest, Strong- 
hold, and Exodus). 


“Pain is a crude way to enforce 
MNES but it 1s cheap and plentiful.” 


—Volrath 


| The auratog enjoys eating its 


a 


i “A jigsaw puzzle that lives, breeds, 
i and = 
. —Hanna, Weatherlight navigator | 


a ee 
| “Remember the moral of the frreslinger © 
4 fable: with power comes : 


— Karn, silver golem © 


< i sistilRRREIE SS 
“Once they’ve marked you,” Starke said, 
“the @MMMMis made of glass.” 


“You can run from your pain,” explained 
Gerrard to Crovax, “but take it from 
experience: you will Wl before it does.” 


Illus. Donato,Giancola 


Se 


“You are wrong,” Volrath said. “I do not 
hate the living. They often prove quite 
WME 0 me.” And then he laughed. 


eee ee 
WH 's the one crop that can grow in 
any chmate. 


Battles are won in q 


2 ae sree 
| “The sanctity of poverty is an 
| of the rich.” 4 


—Starke | 


is a potent weapon.” i 
—Karn, silver golem 


scaeaibinaaniaa ‘ pass 


| From nothing came 7/7 


(S{f2H Ureeag) Anyi UIyIIAA,, 


(uosswieyd3) y9221"¢| Ged Poorg) Imesn “ZI (diymng) e2uelpeqg "| | (4eueALi>s) 41095114 “01 (LUBaP) 24116 (QUDED UeS1q) YOHUDAU]"g 
(4a3unyy Aung) pyaoaa’z (y2tIML) Q2UeNN “9 (49ZUNse414) UOFE]OS]"¢ (Y2]NW) edoz “pf (4eal|S 2HUOWIBULY) SyUIY LE (e2uessreuu0r2y) pausojuy “z (Zoze4nVy) SP4eAA’| 
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a Mogg Eat Mogg 


World 
Published in Duelist #27, p. 88 


ow in the world do you deal 120 
damage to William? First, you 
have to use Song of Blood, the 


5 only card you have capable of dealing that 
kind of damage. Second, you need a lot of 
_ attackers to take advantage of Song of 


be crucial. Plus, to get the most out of Song 
__ of Blood you need to get four creatures on 
_top of your library. 


1) 


Tap six islands, two mountains, Blue 


_ Mana Battery, and Red Mana Battery 
_ (removing all counters on both) to add 


12 blue (3 used as colorless) and 6 red 


_(used as colorless) mana to your 


_ mana pool. 


2) 


ment on William's Mortuary. 


e a Mortuary is the only way to get creatures 
_ on top of your library. 


23) 


Sacrifice your seven Goblins to Mogg - 
Raider to make Sengir Autocrat +7/+7 
until end of turn. Sengir Autocrat is 


now 10/10 (with +1/+1 from Bad 


Moon) until end of turn. Put the four 


__ sacrificed Goblin cards (Mogg Raider, 


Goblin Mutant, Goblin Tinkerer, and 
Mogg Flunkies) on top of your library. 


__ You sacrifice the four cards to get them on 


top of your library and the three tokens to 
remove them from play so William doesn’t 
__ get them when you play Reins of Power. 


4) 


> 


Use 2 blue mana to cast Boomerang on 
Steal Enchantment. 

Use 2 blue mana to cast Steal Enchant- 
ment on William’s Fervor. 


_ You are going to double the creatures you 


_ Without Fervor, these new Goblins would 
_ be unable to attack. 


6) 


Use 2 blue and 2 colorless mana to cast 
Reins of Power. Exchange control of all 


your creatures (currently zero) for all of 


This simply increases the number 
" tures you control. 
8) Use2 red and 3 colonies 


Mogg Infestation on yourself. 

all your creatures (Sengir 
three Serf tokens, and six animate: 
islands). Put 20 1/1 Goblins in 


You could have cast Mogg Infestatio 

_ William before casting Reins of Power, 
Blood, which means Mogg Infestation will 

_ However, you would have controlled f 

creatures and so would not have don 

_ enough damage. 

9) Uselredand1 aoe. mana ‘ 


making it unnecessary to steal Fervor. 


Song of Blood. Remove: the te 


you put there), All your creat 
play get +4/+0 if they attack. 


: 10) Declare a an attack with ee 
Use 2 blue mana to cast Steal Enchant- 


turn. Since William hee. no 
you deal 100 points of damagi 
William's life is reduced to 20 


11) Tap your last two mountain 


mana pool. 


12) Use 1 red and i colorless 


Mob Justice. Mob Justice 
damage to William. Willi 

0 life and loses the game when 
your main phase. 


Last Chane : 


Published in Duelist # 7, P 


he solution to this pus m ve 
: using one trick. multip mi 
Each time - Leeching Lici 


steal from William with Mogg Infestation. tin 
jump it off and back a te 

_ another point of damage. If Melis: 

_ end her upkeep, you can responi 
_ with more effects. 

1) Tapaswamp and tap and sacle 


eo 


3 Use 1 black mana to turn Leeching 


icid into acreature. _ 
1 black n mana and tap Lens 


Licid, _ it bac ‘into a creature 


5) Wait for ie Licid to deal oe 


age to Melissa, reducing her to 4 life. 
1 black mana to turn Leeching | 
id into acreature. 
‘ap Seeker of Skybreak to untap 
eching Licid. 
black mana and tap Leeching 
id to turn it into a creature 
nchantment. Hop Leeching Licid 


_ onto Melissa’s Spined Wurm. 
9) Wait for Leeching Licid to deal 1 dam- 


age to Melissa, reducing her to 3 life. 


1 ) U el dons mana to turn a 


Oe ae Pads isin 
your graveyard, Volrath’s eee oo 
bec - 


res s bec it woul cover 
n your graveyard. 


1/Leeching Licid to turn it. | 
ture enchantment. Hoy 


088 t 
good Volrath’s ee 


William's (Sengir Autocrat, three Serf 

tokens, and four animated swamps). 

Use 1 blue mana to cast Mind Bend. 

Change the word “swamp’ on Kormus 
_ Bell to “island.” 


three Ebon Strongholds to add 7 bla 
manatoyourmanapool. _—_T 
: 2) Wait for Melissa to take damage fon . 
Leeching Licid, which deals 1 oe : 
ene her to5 life. : 


_ becomes a copy of it. 

6) Sacrifice Shapeshifter/Mogg Fanatic _ 
to deal 1 damage to Melissa, reducing — 
her to 0 life. She will lose at the end of 

_ herupkeep phase. # 
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everal years ago my lunch group was 

discussing drinking games when the 

spoken word game known as Zum- 

Schwartz-Profigliano-Biederman 

(ZSPB) came up. In ZSPB you 

decide who takes the next turn by 
saying either “Zum” (the person I’m look- 
ing at), “Schwartz” (the person who went 
before me), “Profigliano” (the person to 
my right), or “Biederman” (the person to 
} my left). You can't repeat a word if it has 
been spoken three times in a row, and 
completing the name of the game in 
sequence is also a no-no. You lose if you 
speak out of turn, take too long, or break 
one of the aforementioned rules. There is 
more skill to the game than you might 
think, and several members of my lunch 
group were quite proficient. 

We talked about how we would design 
ZSPB as a card game. For example, you 
could have Right, Left, and Backatya 
cards to dictate who plays next. Each 
player would play from the top of his or 
her deck, so play would bounce around 
randomly and the first person to misplay 
or play too slowly would be penalized. 
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by Richard Garfield 


Don’t Twitch or Youre Dead 


The Card-Game Equivalent of a Knife F' ight 


FROM BARBARITY... 
The first versions of Twitch sprang from 
this humble concept. The original object 
of the game was to get all the cards. 
When you caught someone making a 
mistake or taking too long you would 
collect all the cards that had been played 
and add them to the bottom of your 
deck. Additionally, if the same card came 
up three times in a row, the first person 
to claim the cards would get them, deter- 
mined by who slapped the deck first. 

This speed resolution naturally led to 
damaged hands. Rings and watches had 
to be removed for play. We eventually 
became good enough that it wasn’t always 
obvious whose hand had arrived first. 
Judging became more and more difficult 
with calls like “These two fingers are 
clearly on the bottom,” and “Yeah? But I 
have a finger and part of a palm on the 
bottom over here!” 


..FO CIVILIZATION 
The addition of a bowl and penalty cards 
fixed this problem. Each player is assigned 
a color. You play your cards into a bowl 
and if someone makes a mistake you toss 
in a penalty card that matches that player’s 
color. In addition to sparing fingers, this 
neatly cleaned up the timing issues— 
the bowl determines the outcome 
of the penalty. If some- 
one makes an error 
and you and I both 
call it by tossing a 
penalty card into the 
bowl, I win the penalty call if my 
card is under yours. Sometimes 
the cards 
funny ways, but we solved that 
problem by adding “The bowl 

doesn’t lie” rule. 

The bowl and penalty cards also cleared 
up a vague point: When have I taken too 


bounce around in 


long to play? If you have enough time to 
figure out it’s my turn, grab the penalty 
card, and get it into the bowl before I play, 
then I have definitely taken too long. 


IN THE END 
The other changes are minor: You try to 
get rid of your cards instead of collecting 
them, and there is no reward if the same 
card is played three times in a row. There 
are more card types than in the initial 
design, including the basic Two Left, Two 
Right, Ditto (copies the last card), and 
Player Color cards, along with the more 
advanced Rotate Colors, Pick a Color, 
and the infamous Reverse Left and Right. 
We lost a few special cards along the 
way, which I hope will appear in a future 
expert edition: Ones are Twos, Twos are 
Ones, Add a Left Every Play, and Add a 
Right Every Play. These cards can cause 
major headaches, especially when com- 
bined with each other or with Reverse 


Left and Right. 


GET UP TO SPEED 

Competitive Twitch players may bully 
beginners with speed penalties. If this hap- 
pens to you, try laying a trap by stalling on 
your play. If your timing is right you can 
get someone to mis-penalize you by toss- 
ing the penalty card on top of your card. 
If not, you may get that player’s hand out 
of place, leaving him or her vulnerable to 
a speed penalty. In either case that player 
will think twice before penalizing you 
again. A word of caution: Playing for 
penalties is a dangerous endeavor. When 
you penalize correctly you gain the lead, 
but when you penalize incorrectly you get 
all the cards in the bowl. Fortunately, you 
can do very well just by playing on your 
turn and ignoring penalties. * 


RON SPENCER 


GUSTOMIZABLE GARD GAME" 


OPEN QUALIFIERS 


7 4 
Columbus, OH 
Origins 98 


August 8 
Milwaukee, WI 
Gen Con Game Fair 


August 15 
San Diego, CA 
San Diego ComicCon Intl 


September 5 
Atlanta, GA 
Dragon Con 


September 26 
Winnipeg, Manitoba 
Canada 

Location: TBA 


October 10 
Chesapeake, VA 
Holiday Inn Chesapeake 


REGIONAL QUALIFIERS 


May 23 
Missoula, MT 
MisCon 


May 23 
Denver, CO 
Ben Con 


May 31 
Malmo, Sweden 
SydCon 


June 6 
Mobile, AL 
MobiCon 


June 27 
Glen Allen, VA 
Camelot Comics and Games 


June 28 
Mountain View, CA 
Neutral Ground 


ra 11 
N. Salt Lake, UT 
Cottontree Inn 
July 11 


Seattle, WA 
WOTC Game Center 


July 12 
Sananien: CA 
Coloma Community Ctr. 


July 18 
near, NE 
Hobby Town 


July 18 

Rochester, NY 
Millennium Games and 
Hobbies 


July 19 
Tampa, FL 
Holiday Inn Tampa 


July 25 
Beachgrove, IN 
Holiday Inn Beachgrove 


July 25 
Houston, TX 
Ramada Inn Bay Area 


August 1 
Santa Barbara, CA 
Goleta Valley Community Ctr. 


August 1 


Garden City, M : 
Michigan Gaming Corporation 
August 2 

Calgary, Alberta 

Canada 

The Sentry Box 

August 8 


Birmingham, AL 
Samford University 


August 15 
Oklahoma City, OK : 
Oklahoma State University 


August 16 

Montreal, Quebec 

Canada 

Caisse Populaire St-Esprit de 
Rosemont's Reception Hall 


August 16 
Vancouver, BC 
Canada 

Renfrew Park 
Community Complex 


August 22 
Boxborough, MA 
Holiday ae Boxborough 
Woods 


As ust 22 
nthony, MN 
sa s eee Sports Cards 


September 4 
Loughborough, England 
Euro Gen Con 


September 5 
North Chicago, IL 
North Chicago 
City Building 


September 19 
Anchorage, AK 
Shoei-Do's 


September 19 
Burlington, VT 
Chamberlin School 


September 19 
St. Charles, MO 
The Fantasy Shop 


September 19 
State College, PA 
Pennsylvania State 
University 


September 19 
Toronto, ON 
Canada 
Location: TBA 


Date: TBA 
Amsterdam 

The Netherlands 
Location: TBA 


Date: TBA 
Bremen, Germany 
Location: TBA 


Date: TBA 

Brisbane, Queensland fl 
Australia 

Location: TBA 


Date: TBA 
Brussels, Belgium 
Location TBA 


ene TBA 
udapest, Hunga 
loctant TBA 2 


Date: TBA 
Frankfurt, Germany 
Location: TBA 
Date: TBA 

London, England 
Location TBA 


Date: TBA 
Melbourne, Victoria 
Australia 

Location: TBA 


Date: TBA 
Madrid, Spain 
Location: TBA 


Date: TBA 
Milan, Ital 
Location TBA 


Date: TBA 
Munich, Germany 
Location: TBA 


Date: TBA 
Paris, France 
Location: TBA 


Date: TBA 
Tokyo, Japan 
Location TBA 


Date: TBA 
Little Rock, AR 
Location: TBA 


Date: TBA 
Mesa, AZ 
Location TBA 


ne most exciting 
e what it's li like to play 
More importantly, win 
muct funa World 


e part of ate 


mps98. deciphercom 
ers at 757-664-1143 


Date: TBA 
Nashville, TN 
Location: TBA 


Date: TBA 
New York, NY 
Neutral Ground 


Date: TBA 
Redmond, OR 
Diamond Sportscards 


gh oe TM & © Lucasfilm ae 
elated marks are trademarks of Lucasfilm 


Far from Llamowear 


A portly elf down on his luck. A timeless icon of rock ’n’ roll. 

The two had nothing in common. 

Until the Magic: The Gathering—Unglued™ supplement. 

Harness the power of a bad lounge act. Or summon a bold hunk of cheese. 
These cards won’t destroy your opponents by turn three. But they might 
make them laugh by turn two. 

And that’s good. Because we are nothing. 


But hound dogs. 


Available August ’98 
Customer Service: (206) 624-0933 
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